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NEW REFERRAL BONUSES! 


Welcome to the fourth issue of NF Magazine's new Patreon era! We made the transition 
away from Kickstarter and onto Patreon to organize subscriptions earlier this year, and 
everything's gone wonderfully well so far - we quickly rocketed up to become one of the 
most-backed Patreon pages of all-time, and we've continued adding more new subscribers 
every day since then. 


But we need your help! The only way the Nintendo Force is going to grow further and be 
able to do even cooler things with future issues is for you, our current subscribers, to get out 
there and tell your friends all about the excellence of NF! To that end, we're bringing in a new 
referral incentive for you: free back issues! 


If you get a friend to subscribe to NF Magazine by pledging to our Patreon page, you'll get 
to pick a free NF back issue to be sent straight to you as a thank-you from us. And the friend 
you refer? They can pick one free back issue too, as a sign-on bonus! Get lots of friends to sign 
up and you'll be filling out your personal NF collection fast! 


How does it work? Just send us a direct Patreon message when you've recruited a new sub- 
scriber and tell us which back issue you'd like to receive - and tell your friend to send us their 
own DM too, so they can tell us their preference as well. Simple as that! Thanks, Force fans! 


Patreon.com/NintendoForce 
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OPEN UPAWINDOW 


Have you ever walked into a house and thought the 
paint on the walls was totally atrocious? Maybe the 
carpet was a horrid color too, and the decorating was 
disgusting. And yet, the people who live there must 
love all of those things, or else they wouldn't have 
chosen each one! Some people just have different 
tastes than others. 

The same holds true for video games. Over the 
years, different companies have tried to freshen up 
aging franchises by giving them fresh coats of paint – 
introducing striking visual changes in a new sequel, 
or shifting a series' style of gameplay entirely. They 
try to make old things seem new again! And, every 
time one of these shiny new paint jobs is presented to 
the public, you can bet that opinion's going to be split 
on whether it was the right decision or not. Some 
people will love it! Others will hate it. Tastes will 
always differ. 

In this issue of NF Magazine, we find ourselves in 
the midst of the debuts of several "fresh coats of 
paint" for many major brands. We have our full 
review of Mighty No. 9, the fresh take on Mega Man 
that found millions of dollars' worth of fans through 
its Kickstarter debut, but seems to have faltered in 
delivering with its final product. We have our evalua- 
tion of Metroid Prime: Federation Force, a total shift 
in direction for the Metroid brand that offended 
countless fans with its first reveal (like walking into a 
hot pink and pea green living room). We have our 
thoughts on Pokémon GO's total reimagining of that 
series' core concept of "gotta catch 'em all," and our 
cover game, Paper Mario: Color Splash, actually rep- 
resents a second fresh coat of paint layered over a 
first! 

In addition to traditional review and preview 
coverage, we're also bringing you our first-ever NF 
staff debates on some of the most divisive topics in 
Nintendo gaming today, as we argue (respectfully) for 
or against some of the decisions made for popular 
properties recently. | hope you enjoy it all — even if 
you're one of the fans who thinks games like Color 
Splash and Federation Force were bad moves on 
Nintendo's part! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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I'll be honest, I'm only just now playing 
the first Paper Mario game (better late 
that never right?), but I'm honestly 
loving it a lot and based off what I've 
seen from Color Splash, | think the 
direction the series is taking is just fine. 
Yes it's leaving its traditional RPG roots, 
but it's trying new things that don't only 
look fun, they make the game more 
Nintendo-like! Plus all the creative 
writing is still intact and let's be honest, 
that's where the heart and soul of the 
Paper Mario games is really at. - JOHN 
KNUDSEN 


Nintendo has a bad habit of trying to 
make their games accessible to all, at 
the cost of watering down the genres 
until they all become generic action/ 
adventures. | started with Thousand- 
Year Door and have been disappointed 
ever since. - MICHAEL GILLIAM 


For me, | have a confession to make: 
Super Paper Mario is my favorite in the 
series. | love the RPGs, but | like it when 
they mix it up a little. Sticker Star was 
not very good in my opinion, but Color 
Splash looks like an interesting concept. 
| think Nintendo should try a little bit of 
both worlds! А little bit of the new 
mechanics, but keep the partner system 
and experience points. - JOSH C. 


| have been a fan of Paper Mario for 
many years now, and while І do enjoy 
every game in its own unique way 
(Super Paper Mario is my favorite 
out of the four), | was kind of let down 
when Paper Mario: Sticker Star came 
out. It just wasn’t as grandiose as the 


The frighteningly tense time travel tale 
of Zero Time Dilemma claimed our 
cover last time (and, as promised, our 
full review of it is now complete and 
available for you in this issue, on Page 
72). For our Player’s Poll, though, we 
asked you all about games you thought 
looked bad before you played them, but 
then turned out to be fun once you 
actually got your hands on them. 
Second, we wanted to hear your 
thoughts on why there seems to be a 
double standard for some Nintendo 
series - like how Zelda is praised for 
moving in a new direction with Breath of 
the Wild, but Metroid is lambasted for 
trying something new with Federation 
Force. And lastly, we wanted to know 
your thoughts on the Paper Mario 
series. Do you like the newer games, or 
wish the RPG style would return? Here’s 
what you had to say! 


previous three games, and just felt a bit 
bland compared to the uniqueness each 
previous game brought to the table, 
with interesting characters, worlds, etc. 
Despite this, | have learned to appreci- 
ate Sticker Star in its own special way, 
despite it still being my least favorite 
Paper Mario game as of right now. | am, 
however, despite its similarities to 
Sticker Star, extremely excited for Paper 
Mario: Color Splash! - NEW AGE 
RETRO SANS 


We got a mix of opinions about the 
Paper Mario series’ current state of 
affairs, as expected, but most of your 
outlooks were positive, which was a 
pleasant surprise! 


| think the reason why the Metroid 
fanbase is mad is because of Other M 
being hated, story- and control-wise. 
And it seems like a low priority series 
for Nintendo - unlike Zelda, which is a 
high priority series, so if it had a snag 
they'd be more willing to make another 
game. - RYAN PROROK 


Fans love the new Legend of Zelda for 
doing something new because it's what 
people have been asking for from the 
Legend of Zelda series for years! If you 
spend any time reading/watching 
reviews and retrospectives for Legend 
of Zelda games prior to the announc- 
ment of Breath of the Wild, many 
people wanted another open-world 
Legend of Zelda game like the first one! 
Fans hate the new Metroid because it 
is the opposite of what they have been 
asking for from the Metroid series for 
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Longtime subscriber Justin Tomann tweeted this picture to us, displaying his complete print collection of NF Magazine issues thus far! 
We've just past the four-year mark since the Nintendo Force was first assembled in August 2012. Thanks to all of you who've been with 


us from the start, and everyone who's joined the Force recently, as well! (Hope you got your room all tidy, Justin!) 


years: A new Metroid game starring Samus! Other M 
left a bad taste in people's mouths all the way back 
in 2010 (!) and fans have been clamoring to get 
another game that revitalizes their faith in the 
Metroid series (whether that be a classic 2D plat- 
former or another Prime game). Instead, they got 
the spin-off Federation Force. - ETHAN WHITTED 


Many people are upset about Federation Force since 
the Metroid series hasn't gotten a game in six years 
(and hasn't gotten a good one in nine). So now that 
it's Metroid's 30th anniversary, people are upset 
that not only has Nintendo not even acknowledged 
it, but they're only releasing a spin-off that doesn't 
even star Samus. - GIANLUCA 


Yes, August 2016 marked the 30th anniversary 
of the release of the first Metroid game, and 
Nintendo made no mention of the milestone. Not 
even so much as a tweet! We've got you covered 
here in NF, at least, with coverage of Axiom 
Verge and Project AM2R in addition to our 
assessment of the fan-angering Federation 
Force. 


I thought Splatoon looked very meh when I first saw 
it. I liked the Nintendo style to it with the bright 
colors and fun characters, but an online shooter just 
didn't interest me. Then the beta launched and | got 
to try it for myself – | ended up pre-ordering the 
game that day and really enjoyed playing it for 
months after launch! | would never have given that 
game a look without the beta/demo! - JOSEPH 
JURY 


One game that looked boring and repetitive to me at 
first was the Pokémon series, and it wasn't until the 
Club Nintendo deal where you got X or Y for free 
that I tried it. Of course I ended up loving it, and I 
now own at least one game from every generation! 
- RYAN LOPEZ 


Yoshi's Story looked like it was made solely for 
children, but when my younger brother got it for 
Christmas one year, | couldn't put it down. The 
branching paths and charming visuals won over my 
teenage skepticism. - KURT PRENGER 


Way back in elementary school | remember seeing 
someone on the playground playing Balloon Kid on 
the original Game Boy. Well, the cartridge art was of 
a little girl holding on to two balloons with a big 
smile on her face, while dangling over a tiny fish. At 
the time I had never heard of Balloon Fight or Mr. 
Iwata and so was completely blown away when | was 
given a turn to play! Long story short it still holds a 
treasured spot in my Game Boy collection to this 
very day! - RENROC 


Always be willing to give games a chance! 


Please listen to a theory of mine! 

Breath of the Wild is going to be a mind-blowing 
game. It needs to have a place in the timeline, 
though, and I think I know where it might be. What if 
the Link who wakes up after a 100-year slumber is 
somehow the Link from Ocarina of Time who was 
defeated by Ganon? This would explain why Calamity 
Ganon is reigning over Hyrule Castle in the game, 
and it would make the "Downfall Timeline" a lot 
more interesting and not just a cop-out timeline. 

Of course, an answer must be provided to explain 
how Link survived being completely slain by Ganon 
at the end of OoT. Maybe the girl who wakes him up 
is the one who saves him? Maybe that is Zelda, or 
one of the sages? - TYLER LANDMAN 


Reading fan theories about Breath of the Wild's 

story and timeline placement are going to be my 
hobby between now and the game's launch next 

year. Here's hoping Nintendo keeps the mystery 
unsolved (not spoiling it in trailers), so we have 

to play the game to find out the truth! 


DON'T ANGER 


THE OX ; 


Ox, it's been months since Ryu's amiibo was 
released, but there's still no word on the final 
Smash series ones (Cloud, Corrin and Bayonetta), 
other than "In Development" back in December. 
Granted, we have been receiving other amiibo, 
such as the Kirby series, more Splatoon ones and 
announcements of future ones for Breath of the 
Wild and another Mario wave. Why do you think 
Nintendo is dragging its feet with completing the 
Smash series? - MARK J. VIGNONE 
Nintendo's holiday season is looking a little 
light, isn't it? Maybe some highly desirable 
amiibo would help pad things out. 


Hey Ox, I've always wondered - if you had to 
become a Pokémon, which would be the one you 
would pick? Thanks so much for answering! I’ve 
been a fan of these Q&A segments ever since I 
got the first issue! - KENT WARD 

Either some sort of cat Pokémon or a Dragon 
type. No, it doesn't really matter to me which 
one — wait, what do you mean the Alolan 
Exeggutor is a Dragon type?! What do you 
mean Charizard still isn’t?!?! Nuts to this, I'm 
going back to Yo-kai Watch. 


Since the release of our last issue, Pokémon GO mania has swept the 
entire globe. Millions of downloads and millions of dollars have led to 
what feels like millions of pieces of fan art! Here's some of the very best. 


- ELINTAN 


- CAPTAINOSAKA 
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- KKEYCHAIN 


GOTTA CATCH 'EM АСЕ 


POKEMON 


-AURAHACK - DANE COZENS 


THE PLAYER'S POLL 


This time around, congratulations are in order for Ryan Prorok, whose name got 
picked out of the hat to be the winner of a brand-new copy of our cover game for 
this issue, Paper Mario: Color Splash! Want your own chance to win? АП you have 

to do is answer the questions below, to fuel our next issue's Inbox section! 


QUESTION 71 QUESTION #2 QUESTION #3 


Alola Forms have been How about all-new Finally, which new 'mon 

revealed! Which older Pokémon? Which animals, or Alola Form that has 

Pokémon do you think fairy tale creatures or even already been revealed 
should get new forms with inanimate objects do you for Sun and Moon is 
new types and designs in think should inspire a brand- your favorite so far? 
Pokemon Sun and Moon? new Pokémon creature? Tell us why that is! 


Send your answers to PlayersPoll@NFMagazine.com with the subject 
line "Player's Poll for Issue #23" - this time, one reader whose answers are 
picked for print will win their choice of either Pokémon Sun or Moon! 


POKEMON GO GOES MAINSTREAM... FAST! 


The “Gotta Catch “Em All” mobile game has become a global phenomenon! 


TO SAY THAT Pokémon GO is a phe- 
nomenon is like throwing a grape at 
Godzilla - it’s a mega-hit to define all 
mega-hits, despite its many flaws. It 
reached the top of the App Store 
charts instantly on its launch day of 
July 6, had more users than Twitter on 
its third day, and after just a week had 
21 million daily users, making it the 
biggest mobile game in history. 
(Finally, something surpassed Candy 
Crush!) 

Needless to say, the enormous 
success turned a few heads, and that 


Nintendo Co. Ltd. (NTDOY) 2529 008 (0328) 
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meant mainstream media outlets had 
to get savvy with what Pokémon GO is 
to help their audiences understand 


why it was news and why it was impor- 


tant. This predictably had varying 
success, as venues like CBS used 
laughably off-model Pokémon during 
their piece about the game, while 
smaller broadcasters mispronounced 
names and reported incorrect info. 
The coverage of the game and its 
success even led to a giant spike in 
Nintendo's stock value starting July 10 
and abruptly ending July 20, when 


the company revealed that it would 
only receive a fraction of the profits 
from the explosive game - other com- 
panies sharing the pie include The 
Pokémon Company (owners of the 
characters) and Niantic (developers of 
the game). 

There were also several reports 
that came out in the early weeks of 
the game's release about players 
crashing cars while playing the game, 
stumbling across dead bodies while 
out exploring the outdoors and even a 
few lethal accidents. None of these 
incidents detracted rabid fans from 
continuing to pour hours upon hours 
into the virtual adventure, gathering 
en masse at various PokéStops or 
Gyms, which also lead to interesting 
phenomena. Several businesses have 
embraced the increased traffic, with 
some even offering deals to players or 
advertising their affiliation with the 
app. Other businesses found the 
players disruptive to everyday con- 
sumers, and have attempted to ban 
users or petition Niantic to have their 
virtual player magnets removed. 

An infamous Central Park stampede 


for Vaporeon was widely covered to 
show the popularity and excitement 
for the game, but also to potentially 
highlight problems resulting from it. 
Increased activity in parks at night has 
spurred calls to police in many com- 
munities, the most famous of which 
was an incident in Rhodes in Sydney, 
Australia where residents in an apart- 
ment complex attempted to disperse a 
crowd of over 300 in the nearby park 
with water-bombs. Several depart- 
ments have issued safety warnings for 
players and residents, which often ref- 
erenced the game's lack of warnings 
regarding trespassing, driving while 
playing and general obliviousness. 
(The game does demand your full 
attention for many activities.) 

Each country that is added to the 
list of available locations for the game 
has dealt with its release in its own 
way. Brazil was desperate to have the 
game released in time for the Rio 
Olympics, and Niantic delivered. Talk 
about Olympians and residents alike 
playing the game during the Olympics 
has largely been spun as a positive, 
with only a few commentators 


remarking about Pokémon GO affect- 
ing training schedules of athletes or 
venue gridlock. Other countries like 
Saudi Arabia, Egypt and Iran have 
banned the game, with Russia consid- 
ering a ban as well. 

With everyone talking about 
Pokémon GO, it's odd then that the 
biggest problem with the game itself 
is Niantic's lack of communication with 
fans. Early on, people were trying to 
decipher many features of the game 
and how they worked. Many aspects, 
like egg hatching and how the game 
really credits players with their 
movement, are still unclear. The 
largest complaint was the "Nearby" 
feature that showed which Pokémon 
were near you and how close they 
were. The feature showed footprints 
underneath each monster to give you 
some sense of how far you'd need to 
travel to find it, but it broke and 
started showing three steps for all 
Pokémon. This "3-Step Glitch" became 
areal problem; several supplementary 
apps appeared to address the problem 
by mining the data from the game's 


Hey Pokémon бор 


'ayers, we 
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In 2015, there were 17 
incidents involving customers 
who came in contact with 
trains; 50 people died. 


servers and applying it to give players 
a much better idea of where the 
monsters actually spawned. A tool 
called PokéVision was the most 
popular of these, and they reported 
that nearly half of GO's userbase had 
used the app to replace the broken 
Nearby feature. After three weeks — 
with the app then boasting 50 million 
users - nobody had heard anything 
from Niantic, until it was reported that 
they were shutting down the third- 
party apps through cease-and-desist 
letters. 

Players, to put it mildly, were livid. 
With no press release as to why these 
helpful services were being targeted 
nor any reassurances that Niantic was 
working to fix the problem, fans began 
to tear into the game's ratings on app 
stores, citing glitches and uncaring 
devs. When Niantic finally broke their 
silence, it was for a brief update that 
simply said they were working on 
fixing the Nearby feature, which only 
raised more questions and ire. 

It would take some weeks for John 
Hanke, CEO of Niantic, to finally make 


clear that the tracker apps were 
pulling server resources away from 
the game, which is a violation of their 
terms of service and actually led to a 
delay in releasing the game in several 
countries. They have also reinstated 
the Nearby functionality and are still 
testing better ways to show where 
Pokémon are as of this writing. While 
they're still rather tight-lipped about 
the functionality of the game and 
future plans, it at least seems that 
they're on track to make people more 
aware of changes and to have better 
communication when they come. 
With all the news coverage, 
problems both real and virtual, and 
the absolute sensation that it has 
become, it truly accentuates that no 
one was ready for how big the launch 
of Pokémon GO was. But that's how we 
humans react to anything new! If you 
understand it and are a part of it, it's 
hard to get why those who aren't part 
of the in-crowd are afraid of it. On the 
other hand, the out-crowd may 
struggle to understand it and either 
educate themselves or dismiss it. 


Regardless, Pokémon GO is here to 
stay, and nobody knows just what the 
future will hold for it. Just be safe if 
Mewtwo appears in Times Square, OK? 


My youngest son and | have 
bonded immensely through 
playing the game, even when he 
takes 20 Роке Balls to nab a 10 
CP Pidgey! | just hope it can 
remain relevant and engaging, 
and that Niantic can form a 
similar bond with its players! 
Features like trading and 
trainer-to-trainer battles, as well 


as events, will help this.- BRETT 
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COLLECIOR'S CORNER 


Nor Jusr REPAINTS ANY MORE 
Hot Wheels’ second take on the Mario brand. 


IF YOU WERE like me, you never actually saw the first line of Super Mario Hot 
Wheels show up in a toy aisle and had to nab them online. We'll get a chance to 
try again soon, as there are two new sets coming out: One is modeled after the 
character designs (pictured here), and the other gives a fresh coat of character 
paint to old Hot Wheels designs. The first set has Mario, Luigi, Peach, Toad, Yoshi 
and Bowser, while the second adds Wario and Donkey Kong to the mix. This 
second set is a Walmart exclusive, which may help with where to find them, but 
whether anyone finds them or not all depends on distribution! Mario, Luigi and 
Peach look like sports cars, and | can't wait to add Toad and Bowser cars to the 
collection. (Yoshi being a tow truck is fitting when you think about it, too.) 


PAINT IT BLACK 


Dark Link... a.k.a. the easiest 
action figure repaint Job ever. 


JAKKS PACIFIC HAS been throwing collectors 
all sorts of curveballs with their World of 
Nintendo line, and the latest is an exclusive 
Shadow Link (a.k.a. Dark Link) coat of 
paint over the Ocarina of Time Link 
figure released previously. Jakks 
allowed Spencer's to have the 
exclusive, which is an odd choice 
(considering they also sell several 
un-kid-friendly items). Spencer's 

at least had the option of pre- 
ordering online, so it was nice if 

your area lacked a store, but the 
downside was bent cards and 
damaged goods plagued the release, 
with even the in-store figures 

seeing careless handling. You're 


lucky if you got one worthy of A SU PER SONIC STATUE 


collecting, and even then the 
уте Celebrating a full 25 years of the Hedgehog! 
twice what the regular 4" figures 
sell for! Despite all of this, Shadow Link 
looks great, coming with a dark Hylian 
Shield and a dark Master Sword. It essentially 
boils down to an easy repaint job, though! 


COINS, PLUSHES, FIGURES and other goods 
have been made to celebrate the Blue Blur's 25th 
anniversary, and most are tough to attain. The 
figure seen here is a fresh coat of paint on the 
Sonic Generations Collector's Edition statue with 
a new stand, and was only in Sega prize machines 
in Japan, so auctions are the way to find this one! 


Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


RUSH Power, Go! 


Immortalizing Mega Man 65 suits. 


SENTINEL HAS BEEN busy with their Nel series of 
figures, adding Battle Network and NT Warrior Mega Man, 
as well as teasing us with a Dark Mega Man. (Each are only 
slightly more than a repaint of "Rockman.EXE," though.) 
Most Nel figures will have articulation, but when Lan was 
revealed, he was in a set pose, along with another Battle 
Network Mega Man figure. We've even seen Cut Man and X 
prototypes as well, but we're here to talk about the two 
reveals from a game that doesn't get much love: Mega 
Man 6. In that final installment of the series made for the 
original NES, Rush transformed himself into a wearable 
pack for Mega Man, giving him Jet and Power abilities. The 
Nel figures you see here are those transformations in 
figure form, and for added kicks, all of the articulated Nel 
figures have interchangeable pieces. So Cut Man can wear 
the Power adapter's punching arm, and X could hold a 
classic buster! | plan to collect the lot, but it won't be 
cheap. This pack of two figures will run around $85. These 
two release in October, and there are no current plans for 
North American distribution, though various online import 
stores should be able to help you overcome that hurdle. 


MEGA MAN'S GETTING FUNKY 


The Blue Bomber joins the expansive Funko Pop! line. 


THE UNSTOPPABLE FORCE known as Funko's Pop! Vinyl figures has several toes dipped into 
video game franchises already, so it was really only a matter of time before Mega Man popped 
up in the expansive collection. The initial array consists of Mega Man, Proto Man, Rush (man he's 
cute) and Dr. Wily. Most fit neatly inside the Pop! Vinyl design, but | have to admit that Wily looks 
a bit off. If you'd like a different coat of paint on your Mega Man, you can swing over to 
GameStop where you'll find exclusive versions. Ice Slasher from Ice Man's power and Fire Storm 
from Fire Man's power give Mega Man that extra flare . . . or chill? It should also be noted that 
the robots in the group all have metallic paint that's difficult to see in promo shots like the one 
printed above, but you can definitely see it in person. The real question is, will Funko stop at six? 
If you've seen a retail display of these lately, you know that Funko isn't exactly known for 
restraint when it comes to their use of a franchise. Get your wallets ready! 


‚атпоо: 
ОРОАТЕ 


ALL QUIET ON the amiibo front? Not quite. The flood has 
become a trickle for now, as the Kirby series has seen 
release, and Roy was a GameStop exclusive with little mar- 
keting. So what's new? Well, what was old is new again, as 
the amiibo brand, like many others before it, has officially 
taken its first steps into the often controversial practice of 
repainting previous sculpts. If you thought separate 
amiibos for Isabelle's apparel went a little far, then you 
may not want to read on! 

Who better to be ambassadors of the repaint than the 
ink-splattered Splatoon gang? A green Inkling Girl, a 
purple Inkling Boy and an orange Inkling Squid were intro- 
duced alongside the Callie and Marie amiibo in early July. 
No new gameplay additions come from the repaints in 
Splatoon, and the Squid Sisters only reveal a performance 
piece, so these are essentially purely for collecting. 

Splatoon dioramas were also released alongside the 
latest figure wave - there's a stage for Callie and Marie's 
performances, and an inky battlefield for the others. SEPTEMBER/OCTOBER 2016 1 1 


MEGA MAN, REMADE 


The new toon introduces a new take on the hero. 


THIS IS NOT your father's Mega Man. 

We've known for a while that Man of Action Entertainment has 
been looking at bringing the Blue Bomber back to television next 
year, but what we recently learned is that our friend Rock is taking 
on a different shade of blue... oh, and he's not named Rock any 
more, either! The rechristened "Aki Light" is now a robot school- 
boy who, in a twist that should be familiar to fans of Dreamwave's 
short-lived Mega Man comic, turns into a super fighting robot. 
(Seriously, why does everyone outside of Archie try to send robots 
to school? Even Ruby Spears had an episode about it.) 

With a new name and a new look more reminiscent of Tron 
than any previous iteration of the hero to date, opinions based on 
the info we've received have been sharply divided. The series 
promises to bring back familiar faces such as Rush, but will also 
introduce new characters like "Mega Mini," a tiny goggled being 
who seems to emerge from the light on Mega Man's forehead. And 
if there was any Mega Man comic that fans were hoping this new 
cartoon would draw from, Dreamwave's was probably near the 
bottom, only beating out the infamous Brazilian New Adventures 
series (ask your parents for permission before looking that up). 
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| just caught arare 
Pokémon in a parking lot! 
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THE NES RETURNS... MINI-SIZED! 


There’s new hardware this holiday season after all! 


THE NEW NX may have slipped into 2017, but Nintendo’s giving its fans a new piece of 
hardware to wrap up for Christmas in 2016 after all: the NES Classic Edition. If you've 
seen any of those plug-and-play miniaturized Atari or Sega consoles commonly sold at 
mall kiosks or pharmacies, you're on the right track for visualizing what Nintendo's going 
for here - a sized-down new version of an old console going after nostalgic "805 gamers. 
And you know what? It’s going to work! Just look at how chibi-adorable this new mini 
NES is, with its controller now nearly matching the scale of the machine itself. It’s fun! 
The NES Classic Edition will retail for $59.99, and for that price you get the console, 
one controller, the cables to hook it up (directly to an HDMI input on your TV) and 30 dif- 
ferent 8-bit era games pre-loaded and ready to play. There’s no way to add more beyond 
those 30, as this is a self-contained system with no eShop access or any slots to insert 
any extra media to expand the selection. Luckily, the 30 chosen titles are nearly all mas- 
terpieces – included іп the lineup are Super Mario Bros. 1 through 3, The Legend of Zelda 
and Zelda II, Castlevania and Castlevania Il, Mega Man 2, Double Dragon II (lots of 2's in 
there), Punch-Out!!, Pac-Man, Final Fantasy and many, many more. It’s a great mix. 
What’s more, the included controller will also be compatible with Wii and Wii U Virtual 
Console gaming, so if there’s a title missing from this lineup of 30, you might still be able 
to play it with the new/old pad by way of the eShop. We just hope the cord’s long enough! 
The NES Classic Edition hits store shelves on November 11. Try to get a preorder in! 


Ladies and gentlemen, here's the winning stocking 
stuffer for Christmas 2016. And it’s tiny enough 
that it could actually fit inside a stocking! - LUCAS 


Unyeah... 


Really, there’s a little 
Yom Mega Man in his head? 


GAME FORECAST 


А quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


THE NEXT NEW release heading to store shelves after this 
issue lands in most subscribers' hands will be Dragon Quest VII: 
Fragments of the Forgotten Past. It's planned to debut on the 
161 of September, and when it does, it will finally mark the end 
of Western fans' wait of over three and a half years! This new 
Forgotten Past port of the classic DQVII first went on sale in Japan way back in 
February 2013, you see. It’s about time we got it! 


JUST A LITTLE bit later in the month of September 
- 11 days later, to be exact - the hair-whipping, 
belly dancing hero Shantae will make her long- 
awaited return to retail store shelves with her new 
sequel, Half-Genie Hero for the Wii U. We've got one 
last preview of this one for you to check out, so flip 
on over to Page 37! 


WAKE ME UP when September ends, because on the last day 
of September this year, two new Yo-kai Watch titles will be 
going on sale! Yo-kai Watch 2: Bony Spirits and Yo-kai Watch 2: 
Fleshy Souls will be your two options for continuing the story 
that started in last year's debut game, as Level-5 takes a page 
from the Pokémon playbook and presents a split release. Flip to 
Page 36 and we'll help you decide which version to buy! 


OUR COVER GAME for this issue, Paper Mario: 
Color Splash will be making its debut on retail store 
shelves on October 7 – in both North America and 
Europe! First impressions weren't all that welcom- 
ing for this newest adventure starring Mario's paper 
persona, but don't jump to conclusions yet. Check 
out our preview starting on Page 30 first! 


сетер Splash] 


MIDWAY THROUGH OCTOBER, on the 14th, the crossover 
chaos of Disney Magical World will continue with an all-new 
sequel. This time around, characters and worlds included will 
include Peter Pan, Sleeping Beauty, The Little Mermaid, Wreck- 
It Ralph, Tangled, The Nightmare Before Christmas, Aladdin, 
Winnie the Pooh, Lilo & Stitch, Snow White and the Seven 
Dwarfs and Frozen. And that’s not even all of them! 


OCTOBER WILL ALSO be marked by the launch 
of the latest Skylanders sequel, Imaginators. The ШЕШ; 
hook this time is that you'll get to create your own бр Ще 
heroes from scratch! No doubt Skylanders fans will , 2,000009 
spend countless hours doing just that - but if you're 

not so creatively inclined, you can still play with 

new heroes like guest star Crash Bandicoot! 


This isn't shaping up to be Nintendo's strongest holiday 
shopping season, for sure, but there's luckily still some solid 
new releases coming for both Wii U and 3DS as we await the 
full reveal of the new NX. Which should be soon! Shortly 
after this issue gets to your mailboxes, we hope! - LUCAS 


— Дод 
Anima 


WAIT A MINUTE... what's Animal Crossing: New 
Leaf doing over here in the DLC column? Didn't this 
game launch way back in June of 2013? Well, yes. But 
even though this 3DS sequel in everyone's favorite 
neighboring series has been sitting on store shelves 
for so long that it's actually gotten a Nintendo Selects 
re-release in the meanwhile, the Big N is now planning 
an all-new, major update for it! (People talk about 
Nintendo games having long legs, but this may be a 
new record.) So what's the new content going to offer? 
Compatibility with amiibo figures! Yes, all of those 
Animal Crossing amiibo figurines and cards you've col- 
lected will no longer be locked down to only working 
with Happy Home Designer and the lackluster amiibo 
Festival - now, all 400* of them will function with the 
game they should have supported in the first place. 
Tapping Animal Crossing amiibo cards into the game 
by way of a New Nintendo 3DS or 3DS NFC amiibo 
Reader will summon the character pictured on the 
card to appear and move into your village - which will 
be a wonderful blessing for anyone who's ever felt the 
pain of a favorite neighbor moving away unexpect- 
edly! (Now you'll just need that character's card to 
bring them back.) The functionality for actual amiibo 
figures isn't confirmed yet, but they may grant you 
new pieces of furniture and clothing when tapped - 
and other series' figures will work too, as Nintendo's 
announcement of the upcoming update hinted at 
special compatibility with the Squid Sisters' amiibo! 
Time to jump back into New Leaf, all you mayors! 
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LET'S GET 


Once upon a time, eShop exclusives were exactly 
that – downloadable games, and downloadable only. 
But recently, many studios have been giving their older 
eShop titles a fresh coat of paint - by re-releasing them 
on physical discs and cartridges! 


NES REMIX PACK 


THOUGH NINTENDO HAD moved digital- 
only content onto physical media before this, we 
can probably trace back the beginnings of this 
modern chapter in the saga to December 2014. 
At that time, in order to put a couple of extra 
titles on store shelves during the holiday 
shopping season, Nintendo combined the two 
NES Remix eShop games onto both a Wii U disc 
and a 3DS cartridge. (The 3DS version, though, 
made some content changes we didn't care for.) 
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TESLAGRAD 


THE NATIONS OF Europe must be more 
zealous in their love of physical media, because 
several of the examples we're about to list for 
you here are only available there. First up is the 
excellent indie adventure Teslagrad, a Metroid- 
vania quest that casts you as a young scientist 
who has the power to manipulate electricity and 
magnetism. It's available for download on both 
sides of the Atlantic, but European fans have 
been able to own it on disc since last year. 


r 
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МАРЕК о BLACK WATER 


18 (Nintendo) 


FATAL FRAME: 
MAIDEN OF 
BLACK WATER 


ОК, | KNOW - this one's still a sore subject for 
some. But it does fit the mold of our discussion 
here, to an extent, because while American fans 
only got the latest Fatal Frame game in digital 
form, Europeans got it on disc in their region 
(with the traditional European name, Project 
Zero). Many are still hoping for a disc here! 


SHOVEL KNIGHT 


BY FAR THE biggest success story of starting in 
the eShop and then going physical, Shovel 
Knight not only made the transition to living on 
a Wii U disc, but also a 3DS cartridge. And, 
beyond that, he also got his own amiibo! No 
other indie has pulled that off yet, and it's a wild 
peak to hit for a game that was funded through 
Kickstarter. But that's not even the end! Because 
Nintendo picked up the game to publish it in 
Japan, in an amiibo bundle! Wowza! 


SHANTAE: HALF- 
GENIE HERO 


THAT PIRATE'S CURSE re-release will go on 
sale on September 20, by the way, which is 
exactly seven days before this all-new Shantae 
sequel makes its debut in retail stores as well! 
This Kickstarted fourth quest for the belly 
dancing hero was originally going to be digital- 
only, but the publishers at XSEED liked what 
they saw and came to an agreement with 
WayForward to bring it to disc. September 27! 


~ Wiw 
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MINECRAFT: 
Wii U EDITION 


THE BIGGEST MEGA-HIT in video games over 
the past decade (until Pokémon GO, maybe?), 
Minecraft had a long, slow road to travel to 
finally end up on Wii U. But the Wii U Edition 
launched last year, at last. And then just earlier 
this year, in June, Nintendo brought its blocky 
instant visual recognition to store shelves with a 
Wii U disc that came with new Mario content! 


FAST RACING NEO 


IT'S BEEN LESS than a year since this spiritual 
successor to the F-Zero series blazed into the 
Wii U eShop, and now Nintendo's taken direct 
notice of its greatness . . . in Europe. Yes, it’s 
another European exclusive here (but maybe 
that will change?). FAST Racing NEO is one of 
two titles that Nintendo of Europe will be pub- 
lishing in retail stores under the new "Nintendo 
eShop Selects" banner. It will go on sale on 
September 30 for you lucky European fans! 


g3DS. 


NINTENDO] 


SHANTAE AND THE 
PIRATE’S CURSE 


WELL, WELL, WELL, what do you know? It’s 
our girl Shantae, headlining her third adventure 
once again: Shantae and the Pirate’s Curse. NF 
readers who've been with us a while will recall 
that this game claimed our coveted cover spot 
back with Issue #11 in September 2014, and to 
celebrate its two years of pure eShop exclusivity 
it seems the game is bursting free from the con- 
straints of digital-only-ness to go physical. The 
game is available for download on both Wii U 
and 3DS, so the Wii U version is staying eShop- 
only, but the 3DS version is getting its own tiny 
cartridge thanks to the folks at Rising Star 
Games. We loved this game (if you couldn't tell), 
awarding it a 9.0 review score two years ago. If 
you missed it then, grab it at retail now! 


www pegLinfo. 


STEAMWORLD 
COLLECTION 


THE SECOND OF the two titles Nintendo's 
publishing as an "eShop Select" in Europe is two 
titles together! Both SteamWorld Dig and 
SteamWorld Heist are on this combo disc, which 
is especially fun since Heist's Wii U version has 
not yet gone live in the eShop - so it's debuting 
at retail first! North American fans, don't worry 
about getting jealous again, though. This one's 
also coming to us on October 11! 
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Playable in 20 ond 30. 30 mode for ages 7*. See back] 


AZURE STRIKER 
GUNVOLT: 
STRIKER PACK 


THE HITS JUST keep coming, as this two- 
month span of September and October is going 
to get even more crowded with eShop games 
getting physical releases before the holidays. 
Next up is Azure Striker Gunvolt, the excellent 
action/platformer crafted by the Mega Man Zero 
alums at Inti Creates. It's going to be joined on a 
3DS retail cartridge on October 4 by its own 
sequel, Azure Striker Gunvolt 2! Gunvolt 2's also 
hitting the eShop, just a few days earlier on 
September 30. So it won't have been digital- 
only for long before its cartridge goes on sale! 
Even more surprising is that the publisher of 
this "Striker Pack" is Yacht Club Games, coming 
off their Shovel Knight success to help Inti out! 


— 


RUNBOW POCKET: 
DELUXE EDITION 


FINALLY, THE DEVELOPERS at 13AM Games 
revealed that Runbow would also be getting a 
portable retail version in addition to the Wii U 
disc release, but Amazon's got this one's release 
date listed as January 10, 2017, so it may have 
slipped past its planned holiday season debut 
since its unveiling. Runbow Pocket: Deluxe 
Edition, as it will be called on the go, is getting 
some 3DS-exclusive features like StreetPass 
support and a unique 3DS menu theme packed 
in. Well, | guess | shouldn't say 3DS-exclusive . . . 
because it's actually exclusive to New Nintendo 
3DS! The extra processing power of the beefier 
hardware must have been needed, and interest- 
ingly, this will be only the second New 3DS-only 
retail cartridge to be released - the first was 
last year's Xenoblade Chronicles 3D. 
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RUNBOW: 
DELUXE EDITION 


WANT EVEN MORE? Let's pile another one 
into October, as the Wii U's most colorful multi- 
player platformer, Runbow, gets a retail release 
on October 18. It's referring to itself as a Deluxe 
Edition, owing to the fact that it's got both the 
base game on the disc and all of the DLC that's 
been added to it since it first hit the eShop just 
over one year ago. That box looks super snazzy! 


6305. 


NINTENDO 


RHYTHM HEAVEN 
MEGAMIX 


AND ONE MORE for the month of October... 
but only in Europe. This is the last Europe- 
exclusive retail release we're pointing out, | 
promise! Yes, it's the latest Rhythm Heaven 
sequel, Megamix, which was surprise-launched 
into the 3DS eShop in North America while this 
year’s E3 Expo was happening in June. So we 
have at least enjoyed it early, relative to fans in 
Europe - they’re getting a physical copy, but 
they've also had to wait an extra four months 
for it. This is another game series with different 
names in different regions, too, so it's Rhythm 
"Paradise" Megamix in Europe, as the box above 
attests. We just ran our review of this spectacu- 
lar game in our last issue and gave it a 9/10, so 
grab it! (Even if you can't do so physically!) 


SPiRITS DRAW NEAR 


The launch of 
(exclusively in the 3DS eShop) is almost upon us. 


WE ALL DESERVE more Phoenix Wright games, and Spirit of 
Justice is just far enough out there where it won't be giving us fran- 
chise fatigue anytime soon. 

It's been three long years since Dual Destinies, but the titular liti- 
gator is returning at last for a new adventure in the land of Khura'in. 
(Cue the wacky music.) But this time, Phoenix has his work cut out 
for him as he combats priests who can summon the ghosts of 
murder victims to have them testify directly about who it was who 
killed them. OK, so the premise sounds more absurd than your usual 
Wright tale (though you do defend an actual whale named Orla 
Shipley at one point, so maybe it's not so crazy), but it actually plays 
into the existing investigation mechanics quite well. 

For instance, you'll be able to divine issues and contradictions 
that happen as a result of the visions, which the inhabitants of 
Khura'in take as gospel. It's a pretty important plot point, as the 
nation has essentially banned lawyers, in an overzealous and over- 
reliant attempt to conjure spirits to solve all their problems. While 
I'm not expecting some sort of incredible mind-blowing manifesto 
or commentary on religion, it clearly sets up some high stakes that 
Phoenix and his crew will be facing an uphill battle with. 

With an enhanced focus on the spirit realm, Khura'in will be at 
the forefront of the tale, featuring a return of fan favorite Maya Fey. 
The mystic arts, why they're so important and the rules and regula- 
tions of both the earthly realm and the afterlife are intertwined into 
one narrative. From the little I’ve played of the Japanese version in 
an early-game mission, it looks like the team over at Capcom has 
done a great job with following through with that initial pitch. 

Although the series already has one 3DS game under its belt, the 
visuals have been enhanced to the point where they look better 
than they ever have before. А of the voice acting so far has been 
passionate, and when coupled with the better animation work and 
catchy soundtrack, it all really comes together in motion. 

You won't have to wait that much longer for Spirit of Justice, as 
the demo should be available by the time this issue arrives in your 
hands, and the full game is set for a September 8 release date. 
Sadly, Capcom is still sticking to its guns with a digital-only release 
in North America and Europe - just like Dual Destinies - though 
they haven't shared their plans yet regarding the three bonus 
episodes that arrived as DLC in Japan in June. Maybe if we're vocal 
enough they'll change their mind! - CHRIS 


| Phoenix 


Your Magistry, the defense asserts its right 
to cross-examine the defendant! 
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Where It All Began 


SUPER MARIO RPG: LEGEND OF THE SEVEN STARS 


| OFTEN GO to bed dreaming of Super 
Mario RPG, a joint effort between Nintendo 
and Square that still has never truly been 
replicated even two decades later. Whether 
it's the massive cast of characters (Boshi!) 
that overshadows most Mario and Final 
Fantasy games, or the wonderful mix of plat- 
forming sections with old-school, turn-based 
combat, it somehow all came together. 

What starts off as a standard "Mario needs 
to rescue Peach" mission at Bowser's castle 
quickly goes awry. Smithy, a new villain from 
an unknown land in the stars above, claims 
the world for himself, sending the trio into 
different parts of the realm by way of a 
massive explosion. It's special because, for 
the first time, you're actually able to explore 
the world of the Mushroom Kingdom and see 
what lies beyond the walls of Bowser's castle. 
Sure, in the past (especially in Super Mario 
World) you were able to skirt around a giant 
map from level to level, but it's not the same. 
All of those were timed affairs - concerted 
missions that had a beginning and an end. 

Part of what makes Mario RPG so fun is 
that you can go anywhere at your own pace. 
Want to spend five hours running around the 
Mushroom Kingdom's palace, and play with 
its Toad-filled townsfolk? You can do that. It's 
also surprisingly very Mario, with warps, 
familiar sound effects and items that sync up 
with all of the classic games. The platforming 
concept is genius, because it not only encour- 
ages exploration, but it also adds a cool 
action element to each map, allowing you to 
avoid enemies and traverse gaps to coveted 
items based on sheer skill. 

The combat system is equally engaging, as 
one of the first games to highlight an active 
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approach by providing an "exact moment" 
when you can press a button (whether it's a 
standard attack or a technique like a heal or 
a jump ability) to boost the strength of an 
action. It's a small little thing, but something 
that makes each fight, no matter how small, 
more enjoyable. 

It seems like you're doing something new 
at every turn, whether it's a stealth mini- 
game, a vehicle section or even something as 
small as trying to manually break down a 
door to stop a wedding. But the key to why 
Super Mario RPG does it so much better than 
its competition? Almost nothing overstays its 
welcome. Every minigame is in its right place, 
and you won't have to repeat them millions 
of times if you don't want to. It's also crazy 
how concise each zone is, and looking back at 
the actual map designs on paper, no one area 
is too large or too labyrinthine that it starts 
getting old. 

It also has a killer post-game, which is an 
often understated and almost forgotten 
feature in the current era of RPGs. You have 
entirely optional areas like a casino zone 
(complete with its own gambling minigames), 
a super-tough optional boss to fight, tons of 
items and weapons to locate, collectibles (like 
well-hidden Frog Coins to find) and additional 
zones to explore. I loved earning the frying 
pan all over again for Peach, and spent hours 
at the casino all over again, too. 

Nearly every RPG that's been released 
since this game (especially the Mario & Luigi 
series) has been walking in its shadow. Super 
Mario RPG has more charm than you could 
ever hope for, and its accessible tone makes 
it the perfect gateway for the role-playing 
genre. This is required reading. - CHRIS 
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А Different S 


SUPER PAPER MARIO 


NOT ONLY HAS Nintendo just 
recently re-released Super Mario 
RPG as a Wii U Virtual Console game, 
but also this adventure, Super Paper 
Mario. Playing them back to back 
and then moving on to the all-new 
Color Splash would give you a quick 
three-step overview of how the 
"Mario RPG" series has changed so 
significantly over time - with a hop, 
skip and leap, bounding from a pure 
RPG origin point to whatever the 
classification is that we'll ultimately 
give to this year's new sequel. 

Super Paper Mario marked the 
point when the Paper Mario series 
started getting experimental. It took 
a new step in a new direction, while 
leaving one foot dragging behind in 
the RPG territory of the past. 

Like Paper Mario and Paper 
Mario: The Thousand-Year Door, this 
game stars the wafer-thin version of 
everyone's favorite mustached man 
on a grand quest of collection. He 
gathered powerful stars in the older 
games, and here his journey's goal is 
attaining the eight Pure Hearts. So 
there's similarity there. 

Also similar is that experience 
points are in place here, as Mario 
levels up as he defeats bad guys. He 
also is still accompanied on his trek 
by a variety of different partner 
characters. (2012's Sticker Star and 
the new Color Splash don't include 
those features, so it's important to 
point out that they were still in place 
in this series as of 2007.) 
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That's where Super Paper Mario's 
connections to the past end, though, 
as everything else about this design 
was wholly new and different than 
anything else that had come before. 
Turn-based battles are gone, with 
direct running, jumping and bopping 
baddies taking their place. It's nearly 
a new take on classic Mario side- 
scrolling . . . except that the 2D view 
is only half of the equation this time. 

Super Paper Mario's biggest new 
idea is that, in this game only, Mario 
has the power to shift the player's 
perspective from 2D to 3D at any 
time. It was a wild and novel design 
direction a decade ago, and still 
holds up as being fun and original 
here years later, since no games 
have come along since to replicate 
this dynamic. The view-swapping is 
used primarily for puzzles. You'll 
come up to an impassable wall while 
walking along in 2D, for example. 
But then if you flip the camera to see 
that same wall from the side, you'll 
perhaps learn that it's only a block 
or two deep - so Mario can just walk 
behind the wall, then flip the view 
back into 2D and keep on going. 

That's the most basic example, of 
course, and the game ends up doing 
some really creative things with the 
2D-to-3D flip. Its only drawback is 
that the environments in 3D are kind 
of bland and lifeless compared to 
how beautiful everything appears 
when seen as a sidescroller! 

Mario can't maintain the 3D view 
for long, as he'll take damage if you 
dawdle in the third dimension. But 
while he's recovering, you might 
want to switch over to another 


pin on the Series 


playable character - like Bowser or 
Peach! Yes, his Super Mario RPG 
allies return for this quest, with 
Peach offering her Super Mario Bros. 
2 floating skills once again, and 
Bowser bringing his power to 
breathe fire to the party. It's fun 

to switch back and forth, and espe- 
cially with Bowser - he's been 
around for 30 years, but still hasn't 
been directly controllable in many 
adventures. 

The partner characters who back 
up the primary heroes are called the 
Pixls - they're all little hovering pixie 
helpers who each serve a different 
vital function. Tippi, the chief Pixl 
who's always present, will give you 
insider info on enemies and environ- 
ments when you point the Wii 
Remote at the screen. Thoreau will 
give the heroes the power to pick up 
and lob objects. Boomer? He blows 


stuff up. You get the idea! 

If Super Paper Mario has a failing, 
it's that it's way too talkative. NPCs 
just yak and yak, going on and on, so 
that cutscenes take forever and a 
day to play out. It's way too much 
story piled on relentlessly, when you 
just want to get back to the action. 

Beyond that, Super Paper Mario is 
a superb experience. It's become a 
little controversial in hindsight, since 
Sticker Star and now Color Splash 
have continued on into ever-more- 
distant experimental game designs 
that have further diverged from the 
series’ RPG origins (though they 
restored the turn-based battles, even 
if they've handled them differently). 
If you're soured on those sequels, 
though, don't dismiss this one. It's 
worth revisiting, or playing for the 
first time! - LUCAS 


Kirby's Closet 


The Difference One Box Makes 


PLEASE ACCEPT MY apology, NF 
readers, because it's only been with 
the release of this spectacular sequel 
that I’ve realized we did you a disser- 
vice in our coverage of the first 
BOXBOY! game. We should have put 
more emphasis on its excellence! 
Given it a larger review. Given it a 
cover spot and a poster and a 200- 
page strategy guide! 

Well, OK, that's going a bit too far. 
But the fact remains that BOXBOY! 
was sensational, and even more so 
now that it's given rise to this even 
more impressive sequel, the delight- 
fully named BOXBOXBOY!. It offers 
more of the same mostly mono- 
chrome puzzle-solving the first one 
did when it dropped into the 3DS 
eShop last year - the difference 
being, clearly, that this time around 
our hero Qbby has doubled up on his 
boxes. 


NINTENDO 
HAL LABORATORY 
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Qbby is a walking cube. He can 
amble along and leap with his stubby 
legs, but his special ability is the 
crux of his adventures: self-replica- 
tion. He can create new boxes of 
equal size and shape to himself, at 
will, and use them to get past a 
gauntlet of obstacles and traps set 
before him. 

The first BOXBOY! game was fairly 
straightforward with Qbby's box- 
making power, in that it allowed you 
to make a single string of cubes out 
of thin air. You could build rudimen- 
tary staircases or bridges, or weights 
to put pressure on switches. Simple. 
Easy. The developers at HAL built a 
whole game around that one idea, 
and it worked. 

BOXBOXBOY! doubles Qbby's box- 
building ability, though, such that he 
can now create a second string of 
squares after he's already made and 
placed a first. Rather than doubling 
the difficulty of the resulting puzzles, 
though, it's more like a quadrupling 
— there are some truly tough brain- 


teasers here! 

Curiously, though, the difficult 
challenges are all placed after the 
conclusion of this sequel's simple 
story. You'll cruise along through 10 
whole worlds of puzzles, having no 
trouble whatsoever and thinking that 
HAL decided to actually dial back the 
difficulty this time. But once the tale 
is told, that's when the extra worlds 
open up - and each one of them is 
packed to overflowing with wild com- 
binations of all of the different 
puzzle elements that have come 
before, including callbacks to traps 
from the first game. 

I'm seriously impressed by the 
stress they've been able to cause in 
me here. I had no trouble with the 
first game, and the early worlds in 
this follow-up provided no problems 
in my pursuit of the extra-credit 
crowns placed throughout each 
level. But there are some later 
stages in this sequel that have left 
me well and truly stumped. I’ve had 
to sit and stare at the same screen 
for embarrassingly long stretches of 
time to puzzle out just the right set 
of moves to open the pathway to 
each end door! Having to deal with a 
second set of boxes makes all the 
difference, as you're now in charge 


of first setting yourself up with the 
first box batch to then be able to use 
the second set and clear whatever 
the current obstacle is. And some- 
times it's more complex than that, as 
you have to despawn one box, place 
another, force yourself into a corner 
to be able to back yourself out... 
it's nuts! 

And | love it. BOXBOXBOY! is pure 
puzzling fun, and even more than 
that, it's got way more personality 
and heart in it than a game rendered 
almost entirely in black and white 
should. There are more fun costumes 
to wear, too, and even a quick Kirby 
cameo! 

Yes, NF fans, | think we should 
have pointed you even more force- 
fully to BOXBOY! last year. But now, 
please accept my recommendation 
to download both it and this sequel, 
as soon as you can! 

- LUCAS 


But someone has given Sphinx hipster glasses? 


Match-3, Made Modern 


TUMBLESTONE 


WITH MOBILE PLATFORMS being 
chock-full of free puzzle games, it 
must be tough to release on consoles 
and ask $25. | admit the price was 
daunting, as the last five puzzle 
games I bought were certainly under 
$5. So, the real question is whether 
Tumblestone's features justify the 
purchase price! As always, the 
answer comes down to how you 
intend to play the game. 

The mechanic is simplistic. When 
you hear "Match-3," you may think 
Puzzle League, Puyo Puyo, Bejeweled 
or even Candy Crush. Tumblestone 
relates to none of those. 


It's more akin to Bust-a-Move, but 
this game is truly its own beast. You 
play as a character at the bottom of 
the screen who shoots the invading 
Tumblestone army. In order to elimi- 
nate the blocks safely, you need to 
match three of the same color of 
block. With no available way to 
change the position of the stones, it 
becomes a game of strategy, making 
sure you have a next move. 

The Story Mode acts as both a 
tutorial and the primary way of 
unlocking things, like characters and 
modifiers. Modifiers add to the fun 
when challenging bots or friends in 
local or online multiplayer, and in 


^ 


some arcade modes. Arcade Mode 
has Marathon, where you play as 
long as you can; Heartbeat, which 
has the pieces lowering to you 
slowly; and Infinipuzzle, which builds 
a puzzle that releases slowly from 
the top and must be broken down in 
a specific way. Quests may motivate 
you to continue playing, as you get 
rewards after completion. 

| enjoyed Story Mode the least, as 
it’s easy to get stuck, it was boring 
and the story is largely a tacked-on, 
throwaway affair like Candy Crush. 
The work is too laborious and 
profuse for simple character unlocks, 
but the modifiers can change the 
game significantly and for the better. 
And while Arcade Mode can be fun 
and gets your heart racing and brain 
working, the game truly shines in 
multiplayer. In the Puzzle Race mode 
you have to be alarmingly quick, 
while still making sure you know 
your next move. I was able to find 
matches fairly easily, which sort of 


PUBLISHER/DEVELOPER: THE 
| QUANTUM ASTROPHYSICISTS GUILD 


surprised me. Either the game's 
server can use a pool of all the dif- 
ferent platforms it's been released 
on, or there are more players on Wii 
U than I thought there would be! The 
game offers little feedback on 
whether or not it's searching for 
games, so the wait can be awkward. 
Quick Match throws you into another 
host's match, where Modifier of the 
Day allows you to customize nearly 
everything. Choose from a three-, 
five- or 10-win limit (I found that 
anything over five had people 
dropping and killing the match, 
which is a problem), modifiers, 
pause settings, rumble features... 
and this is the first Match-3 title I’ve 
seen that adjusts for colorblindness! 
If you're a competitive puzzler 
and intend to use the multiplayer 
feature a lot (local is an absolute 
blast), then Tumblestone's relatively 
lofty price is worth it for its fresh 
and fun take on puzzling. 
If you're looking 
for a single- 
player exper- 
ience, try a 
free app on 
your phone! 
- BRETT 
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Тне 
Silent but deadly! 


MARIO MAY BE synonymous with Nintendo's 
home consoles, but for a time, his bizarro rival 
Wario was the flagbearer for the company's 
handhelds. After his villainous debut in Super 
Mario Land 2, the anti-hero took up Mario's 
mantle as the Game Boy's mascot, starring in a 
trio of masterful platformers for the portable 
and even launching alongside its successor, the 
Game Boy Advance. Since then, however, Wario's 
mostly traded platforming for microgame collec- 
tions, and his few sidescrolling appearances 
have generally been lackluster. 

unfortunately, that applies to Wario's DS 
adventure, Master of Disguise. On the surface, 
the game bears some resemblance to the Wario 
Land titles before it, but it falls well short of 
their brilliance. Like its predecessors, Wario 
must assume different forms to traverse levels 
and collect treasure, but the way in which he 
undergoes these transformations is handled 
much differently. Rather than acquiring a new 
form after suffering an attack, Wario can don 
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The First Boutique STYLE SAVVY 


STYLE SAVVY WAS a pleasant surprise. 
Fashion games are usually paired with toy fran- 
chises or aimed at the elementary school demo- 
graphic, but Style Savvy was entertaining and 
deep. | poured almost 100 hours into it – when it 
first came out, that is. Now that it's on the Wii U 
Virtual Console, it's still somewhat enjoyable, 
but visually, it's gone out of style. 

As the new manager of a fashion boutique, 
you need to familiarize yourself with 16 distinct 
clothing and accessory brands, and the tastes of 
your clientele. Selling is simple: Customers 
request an item in a certain style or brand, and 
if you choose wisely, you'll make a sale - and 
possibly tack on some coordinating items. 
Everything you stock in your boutique is avail- 
able for your character to model as well! It's part 
retail management sim, part virtual paper doll, 
and since it's based on the Wii U system clock, 
your stock changes with the seasons and there 
are different events to discover. (You even get 
presents on your birthday!) It's possible to 
power through the main story within 10 to 12 
hours, but Style Savvy is designed for almost 
limitless post-story play. 

unfortunately, the graphics in Style Savvy 
haven't aged well almost eight years after its 
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initial release. Even with screen smoothing on, 
everything is heavily pixelated and lacks detail 
and shading - it's a shame that the Wii U 
GamePad screen has to upscale, because this 
game looks so much better when it's played in 
the original DS resolution. 

It's also cumbersome to navigate the pur- 
chasing menus at the Buyer's Center and the 
cosmetics store; you'll have to back in and out of 
item select screens to purchase multiple goods. 
The online fashion stores and other wireless 
interactions have been deactivated, but you 
won't be missing out - they're not essential. 

As much as I loved the original Style Savvy 
and love recommending the franchise to others, 
the original has been surpassed by its 3DS 
sequel Trendsetters, and the new Fashion 
Forward is better still (see my review of it on 
Page 76). Also, the price on the eShop ($9.99) is 
rather steep for a casual game, especially since 
you can still play the cartridge version on your 
3DS - and secondhand copies are cheap 
compared to other Nintendo-published titles. 

My verdict: Go for the original only if you're a 
diehard fashionista; save your money for 
Trendsetters or Fashion Forward if you're 
curious about the hype. - REBECCA 


Wario's Weird Wardrobe 
WARIO: MASTER OF DISGUISE 


different disguises using the power of his 
magical wand, each of which bestows him with a 
new ability — Arty Wario, for instance, can 
conjure up blocks, while Sparky Wario can illumi- 
nate dark rooms. 

These costumes are the focal point of the title 
and are used in some clever ways throughout 
the adventure, but are held back by their overre- 
liance on the touchscreen. To don a new outfit, 
you must draw the appropriate symbol over 
Wario's head, but unfortunately, the game's 
drawing recognition is finicky at best. You'll 
often transform into the wrong costume (or fail 
to transform at all) because the game misinter- 
preted your drawing. Worse, you're forced to 
play a mundane minigame each time you open a 
treasure chest, which gets repetitive fast. 

Master of Disguise certainly isn't a bad game, 
but it pales in comparison to the Wario Land 
series that preceded it. There are glimpses of 
brilliance in the way it utilizes Wario's various 
costumes, but the game's reliance on touch 
controls and dated minigames make this a 
second-rate platformer. You'd be better served 
downloading Wario Land 4 instead! - KEVIN K. 
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Spinning Jill’s Drills 
IT ISN'T OFTEN that DRI LL DOZER 


Game Freak's designers get a chance to branch out beyond the Pokémon fran- 
chise, but when they do, the results are usually impressive. Their two most 
recent non-Pokémon ventures, Pocket Card Jockey and HarmoKnight, demon- 
strated their creativity when they aren't working within the confines of an 
existing property, but it was 2006's Drill Dozer, a late-generation sidescroller 
for the Game Boy Advance, that showcased Game Freak's platforming acumen 
and established the studio as more than a mere Pokémon factory. 

Drill Dozer follows the adventures of Jill, the leader of a band of thieves 
known as the Red Dozers, as she struggles to reclaim her precious Red 
Diamond from the rival Skullker gang. Unlike other platforming heroes, 
however, Jill doesn't embark on her journey on foot; rather, she traverses each 
stage in her eponymous Drill Dozer, a tank-like vehicle that Jill must use to bore 
through obstacles and solve the various platforming challenges laid before her. 

The Drill Dozer itself is the title's defining feature, as the entire game has 
been designed around its capabilities. Its most basic function - and your 
primary means of interacting with the environment - is drilling, which can be 
done either clockwise or counterclockwise by pressing the corresponding 
shoulder button. This simple idea forms the crux of the adventure, and the 
developers have utilized every possible permutation of the concept. You'll 
begin the game performing simple actions like tearing through breakable walls 
and unscrewing bolts, but before long you'll encounter timer blocks that 
reappear after being demolished and socket lifts that can ferry you across 
chasms, adding a surprising amount of variety to the title. You can also 
augment the Drill Dozer with upgrades, further expanding its functionality; 
each stage features two additional gears to collect, and the chips you accumu- 
late throughout the game can be used to purchase permanent enhancements, 
such as stronger drill bits, allowing you to reach previously inaccessible areas. 
This singular focus around a specific mechanic is the reason Drill Dozer 
remains such a tightly crafted and ingenious platformer, but unfortunately, it 
can also be slightly detrimental to the experience. Later on, you'll acquire pro- 
pellers that allow the Drill Dozer to maneuver underwater and through the air, 
but like the vehicle's other functions, these abilities are initiated by drilling — 
and as a result are awkward to control. Likewise, for all of its clever challenges, 
the level design in Drill Dozer runs a bit too long - it can take upwards of 15 
minutes to clear a single stage, making some of the later ones feel tedious. 
Those quibbles aside, however, Drill Dozer is a charming platformer that's 
absolutely worth a download - it wrings a surprising amount of depth and 
variety out of its drilling mechanic, resulting in one of the finest original games 
to ever grace the GBA. If you missed it the first time around, now's the perfect 
opportunity to experience the lesser-known side of Game Freak. - KEVIN K. 
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а ЧДУ Диана 
Gotta Defend the Towers! 


GOTTA PROTECTORS TELLS the 

story of a kingdom that's been magically transported to another dimension. 
Controlling one of six warriors, you must fight to set things right, all while pro- 
tecting Princess Lola from hordes of hundreds of marching, mean-spirited 
monsters in the process. At first glance, it may look like another low-budget 
tower defense title for the 3DS eShop, but looks can be deceiving - this is one 
of the most gleeful, confident, silly-but-deep games I’ve played in years! 

As soon as you boot up the game, you'll get a glitched-out screen. Blowing 
on an old NES-style cartridge, using the 3DS' microphone, will get things 
working right again, just like the good old days. That's just one of the many 
fourth wall-breaking jokes and ridiculous gags that you'll find here. 

For instance, your selection of playable character classes includes Fighter, 
Amazon, Ninja, Archer, Mage апа... Old Man Riding On A Wooden Potty Horse. 
You may guess that the old man is the group's comic relief, but that's probably 
because you haven't seen the Ninja's "clothes" - this sassy shinobi prefers to 
battle in the buff, with nothing but a thong and a hooded face mask to cover his 
unmentionables. At every turn, Gotta Protectors finds a way to affectionately 
grab traditional role-playing game tropes by the ankles and shake them until 
even more fun falls out. 

There are also plenty of serious RPG elements here, working to give the 
jokes proper context while adding to the game's depth. As things progress, you 
gain the ability to level up almost everything, from Princess Lola, her castle, 
the local stores and, of course, your characters and abilities. When you're not 
tied up in analyzing the stats of your party or pining after some expensive fire 
sword that just popped up in the shop, things play out like a top-down, two- 
dimensional version of Hyrule Warriors. All the combat happens in real time, 
and the screen is almost always packed with monsters, many of whom who can 
be taken out en masse with devastating melee and projectile attacks. Also like 
in Hyrule Warriors, you'll be able to score rare loot drops from some enemies, 
good for crafting new weapons, learning new skills and making new equipment. 

Though the game sometimes runs the risk of becoming repetitive, the 
impressive bestiary does a lot to keep each new wave of mythical warfare from 
feeling stale. At first there are just Goblins, Minotaurs and Succubi to deal with, 
but before long, you'll be facing down Vampires, Skeletons, Zombies, Grim 
Reapers, Liches and countless other furious foes, each with their own 
strengths, weaknesses and particular powers. Beyond battle, you'll also have to 
become adept at building barricades, protecting local towns and setting up 
castle security systems, all while still assuring that sweet Princess Lola is safe. 

The sprite art's a little messy at times, and the difficulty curve could use 
some balancing, but with local and 3DS download co-op, a map editor with QR 
Code support and an all-star soundtrack (from veteran '80s and '90s 
composers), this plucky, pugilistic play on classic action/RPG 
antics makes for a sweet but beefy treat! - JONATHAN 
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It’s a Global 


POKEMON СО 15 symbolic of a new era both for 
Nintendo and, in a way, this magazine. It’s for 
smartphones - not a dedicated Nintendo console - 
and we’re publishing a review for it! (Well, we did 
review Miitomo, but that wasn’t really a game, per 
se.) But the fact that Pokemon GO is for mobile 
devices means that this review won't be even 
remotely similar to reviewing Pokemon Sun and 
Moon. In just a few weeks in the wild, Pokemon GO 
has seen several major tweaks and updates that 
have completely shifted how I’ve played and viewed 
the entire experience. The decline in fervor over 
Pokémon GO has changed how I play this innately 
social game. For all those reasons and more, it 
feels disingenuous to review Pokémon GO tradition- 
ally. So here’s my best stab at it, complete with a 
temporary score for all you inquiring minds. 

Under the right circumstances, Pokémon GO is 
emblematic of what | want video games to become. 
The early days of the mobile app were completely 
sublime. Large elements were a mystery - with 
numerous ideas and theories being propped up as 
seeming fact, in a way that evoked the Pokemon 
Red and Blue S.S. Anne rumors from 20 years ago. 
It was a thrill exploring local towns and parks, 
walking around to meet new people, catch new 
Pokémon and battle for new gyms. | regularly 
ventured out with friends to new areas, using the 
in-game tracking to hunt down Pokemon and filling 
in my Pokédex. Along the way, | made friends, 
which led to great discussions as we swapped 
details about where rare Pokémon were spawning 
and strategies about catching and fighting. It was 
glorious. 


THE POKEMON COMPANY 
NIANTIC 
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Sensation! 


But from the outset, there are gaping weak- 
nesses in the design of the game itself. For 
example, the gym battling is overly simple - the 
best tactics are still "tap really fast." The joyful 
feeling of owning a gym for a while is worth it, but 
the fact that gyms can be toppled so easily by attri- 
tion make it feel kind of unearned. Dominating 
gyms is more dumb luck than skill, and while it’s 
nice to have gyms be attainable for low-level 
players, it makes the endgame a little meandering. 

The best part about Pokemon GO is the social 
interactions, which are mostly caused by the very 
nature of the experience. You walk around the 
world with the app open on your phone, following 
your on-screen avatar on real streets, seeking out 
Pokémon to catch. In order to play, you have to 
have the app open at all times. There is no sleep 
function or notifications. (That makes it a battery 
killer for certain.) All of the catching is a simple 
touchscreen swipe, though there is definitely some 
nuance to it. The hunting and collecting is the 
strongest element; it’s no surprise that that’s also 
where the most social interaction occurs. 

| knew from the start that there was a ticking 
clock on that early rush. Eventually, the public 
masses would slow down playing, people would 
start hitting a point where common Pokémon were 
less thrilling to catch, and higher level trainers 
would run gyms. That did happen after the first two 
weeks, but that didn't hamper my enjoyment. What 
hurt my fun in Pokémon GO was a succession of 
game updates that seemed to hurt the overall level 
of enjoyment. 

The biggest issue is the removal of the tracking 
functionality. At launch, Pokémon GO let you try to 
hunt specific Pokémon that were nearby you, as 
represented by footsteps. Three footsteps meant it 
was far away, while two footsteps meant it was 
closer and one or no footsteps meant it was right 


near you. This didn't work perfectly, but it made it 
more fun to explore. 

The perfect example of this is when I was 
walking across a heavily populated college campus 
and a Pikachu appeared. The crowd of players 
freaked out and then started to spread out, seeking 
out the rodent. Eventually, a group excitedly pro- 
claimed they found him, and the mass quickly 
moved over to their location. It was a weird sight to 
behold, but it was amazing seeing this mass - filled 
with everyone from teenagers to parents with 
children – work together to hunt Pokémon. As of 
August, a recent update revised the tracking into 
"Sightings," which reduce the range for nearby 
Pokémon but offer no clue where they are. 
Currently, a test is out in the wild where tracking 
now uses PokéStops as landmarks where Pokémon 
are. Unfortunately, that still isn't out worldwide. 

My time with Pokemon GO in the month of July 
2016 was magical. | met friends, enriched friend- 
ships with others, walked upwards of 50 kilometers 
(conservatively) and explored local areas I'd never 
been to before. Nothing will ever sully those 
astounding early days. But by the end of July, the 
shine faded and as of right now, outside of vague 
promises, nothing Niantic has teased for the future 
has me excited to play with that fervor again. If you 
have the chance to play Pokémon GO with friends, 
family or a community, do it. It's electric. It’s mind- 
bendingly awesome, for a time. But just know that 
joy is currently finite and heavily hampered. I still 
think Pokémon GO is a tremendous game. The issue 
is that it burns bright, when it should have much 
more longevity! - NEAL 


EDITOR'S NOTE 

Due to the fact that game 
updates are changing 
Pokémon GO so often, 
the score we're giving 
here is a temporary 

one. We'll revisit the 
game as Niantic updates 
it further in the future! 
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Childhood Dream 


TADPOLE TREBLE 


WHAT AN EXPERIENCE it must be 
to make your very own Nintendo 
game! So many of us had aspirations 
to do just that, with countless 
creative concepts scrawled into the 
margins of our notebooks in elemen- 
tary school (when we should have 
been paying better attention to our 
teachers). But few of us actually 
went on to live the dream - to really 
become game developers. 

Our own Matthew Taranto is one 
of the few. He's made good on his 
childhood wish! He made a honest- 
to-goodness Nintendo game. 


PUBLISHER/DEVELOPER: 
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Now, of course, it's a tricky situa- 
tion to review a game that was made 
by one of our own magazine staff 
members. But we've kept this 
coverage away from Matthew's eyes 
and input - he won't see it until it 
shows up in his mailbox, same as 
you. And if you don't trust our evalu- 
ation to be impartial? Go read some 
other outlets' reviews. They'll tell 
you the same thing I'm about to say. 

Tadpole Treble is great! 

This is a rhythm design that lets 
you play through music, visualized as 
the placement of notes on a staff — 
the same way you see songs repre- 
sented on sheet music. The lines are 
layered over water so the notes can 


Fulfilled 


float in place in their proper posi- 
tions, and you're cast as an intrepid 
tadpole named Baton, swimming 
your way under, above and between 
the notes (because you take damage 
if you collide with them). 

Swimming up and down is the 
only motion available to Baton, as 
her horizontal position is fixed in 
place and her speed is constant, to 
keep the tempo of the background 
music locked where it should be. You 
can command her to swish her tail 
around at any time, though, which 
lets her interact with elements of the 
level design, like cymbals that launch 
her out of the water temporarily, or 
bamboo reeds that award bonus 
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points when smacked on the beat. 
Since the gameplay design is so 
straightforward, it’s executed almost 
perfectly - my only complaint is with 
Baton’s stiff movement. | expected to 
be able to glide up and down more 
fluidly by using the GamePad’s main 
analog Control Stick, but it’s non- 
functional here. Instead, you've got 
to use the D-Pad to move Baton up 
and down, and when she moves, it's 
always in precise half-steps up or 
down the musical staff. | understand 
why this is the case - it keeps her 
directly in line with the items and 
obstacles approaching her. It was 
just hard to tap the D-Pad up or 
down multiple times in rapid succes- 
sion when she needed to shift 
between several rows quickly. 
Holding the desired direction helps, 
but it takes a half-second for the 
game to pick up on your intent to 
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travel a greater distance, so there's a 
learning curve involved in getting 
the timing just right. 

The songs are the stars of the 
show here, as anyone who remem- 
bers the special music videos 
Matthew used to make for his Brawl 
in the Family webcomic series knows 
he's gifted in the area of composition 
- the whole soundtrack here soars. 
Each tune is hummably fun, and a 
couple of them are even accompa- 
nied by lyrics that are fully sung (by 
Matthew himself, perhaps?). Those 
stages have the words written out 
along the bottom edge of the screen, 
too, just in case you feel inspired to 
sing along! 

The vocalized levels help convey 
the storyline of Baton trying to make 
her way home to Tadpole Pond after 
getting separated from her family. 
The tale's also told, in part, by totally 
textless "Comic Breaks" that pop up 
between some stages. 

If you do want some text, though, 
you can swim over to the in-game 
shop and have a friendly chat with 
Etude, the utterly enormous toad 
who's in charge of the game's many 
unlockables. He'll challenge you to 
revisit levels you've already cleared 


to earn hidden flies - there's one in 
each stage, and earning it means 
meeting a special secondary objec- 
tive beyond just surviving for the 
duration of the song, like never 
taking a hit or avoiding food items 
entirely. Having reason to go back 
and replay each level is good, too, 
because there aren't a ton of them – 
just about a dozen total in the 
Adventure Mode (though a few more 
are tucked away elsewhere). 

I'm sure the road to this point 
took longer than Matthew (and his 
brother Michael!) would have liked — 
their Kickstarter wrapped up back in 
December 2013, after all – but the 
wait was worth it for this one. 
Tadpole Treble is cute, fun, packed 
with personality and is just one of 
those ideas that is mindboggling 
when you wonder why no one ever 
thought to make music playable like 
this before! - LUCAS 
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More Than a Samus Substitute 


AXIOM VERGE 


AXIOM VERGE IS not a Metroid clone. After 
you've played through the game, you'll realize how 
ironic that statement is, but it's true. The Metroid 
games have a formula: jump-and-shoot action * 
power-hunting exploration = survival on a hostile 
alien world. One-man development team Tom Happ 
spent over five years deconstructing and rebuilding 
that formula from the ground up, tossing tried and 
true mechanics out of the equation and plugging 
all-new variables into their places. Somehow, he 
still managed to get to all the right answers, result- 
ing in Axiom Verge. 

Deconstruction isn't just how the game was 
made - it's also what it's about. Every aspect of 
Axiom Verge grew from one brain, moving in 
unison to inspire the player to stop taking the rules 
of reality for granted and start pushing the bound- 
aries of what's possible. It's a story that could only 
be told through video games, using language 
unique to the medium (extra lives, glitched 8-bit 
graphics, etc) to suspend us in a space between 
dimensions, where the line between ethereal and 
material is never clear. 

If that all sounds too highfalutin, then how 
about this? Axiom Verge is just a really fun, spooky 
adventure game that takes the best parts of run- 
and-gun shooters and frames them in a giant map 
filled with secrets and surprises. It's a game that 
can be enjoyed on many levels, from simple diver- 
sion to fan theory-inspiring work of art. 

Trace, the everyman star of Axiom Verge, starts 
his journey feeling like he's the normal one. By the 
end of his story, he'll have to come to grips with 
just how unusual he is, for better and for worse. 
Over the course of the game, Trace will find 
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multiple stat upgrades, 20 standard weapons (with 
three more kept secret in randomly generated 
areas) and multiple futuristic tools, like a laser drill, 
а teleportation coat, a reality warping ray and a 
remote-controlled flea drone. The game is densely 
packed, throwing multiple weapons and a giant 
boss battle into the mix before the first 15 minutes 
are even over. The brisk pace is tempered by genius 
level design that teaches the player how to use 
their new abilities in efficient, subversive ways. 

It's also jam-packed with opportunities to 
"break" the game in order to speedrun, or just 
explore. Most bosses can be taken down with wildly 
different tactics, depending on your preferred play- 
style, and just about every basic enemy in the game 
has a second form that you can only see by distort- 
ing its "code." Where Samus may freeze an enemy 
and hop on its back, Trace can alter the very stuff 
that enemies are made of, turning them into 
weakened variants, harmless footholds or even 
lethal explosives! And searching for secrets in 
Axiom Verge isn't as simple as just shooting or 
bombing every surface you run into. It requires 
teleporting through walls, drilling holes for your 
trusty flea drone to crawl through and even rewrit- 
ing the fabric of reality itself. 

All that exploration and experimentation is 
offset by some very intense action. Those 20+ guns 
all have their own unique traits, like a powerful 
bouncing energy launcher, or an electric shotgun 
that fires through walls. Learning the right gun for 
the right job is half the fun of combat and puzzle 
solving - the other half comes from using a mix of 
quick reflexes and sound strategy to take on an 
often frightening array of enemies. Axiom Verge 
isn't afraid to get creepy. Screaming zombies, 
lonely corpses left at the dinner table and giant 
Lovecraftian monstrosities built from undifferenti- 
ated techno-organic tissue are all common sights. 
Thanks to the fact that Trace takes up a humble 
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amount of screen space, there's plenty of room to 
maneuver through wave after wave of these crea- 
tures - some relatively harmless, others downright 
bloodthirsty. 

The largest of these creatures are the aforemen- 
tioned bosses, who tend to be rendered with a 
hand-drawn, sketchy look that stands in contrast to 
the Day-Glo tilesets and mosaic patterns used for 
most of the game's environments. That's just one 
example of how Tom Happ was willing to take inter- 
esting risks with the game's aesthetics. These 
various visual styles might come off as needlessly 
distracting in other games, but here, they make 
sense. The dimension-bending story almost 
demands that the world be filled with inconsisten- 
cies. The music works hand-in-hand with the 
graphics and the script to express a shifting, 
seething flux between the real and the artificial. 
Chiptunes, electric guitars and a vocalist who could 
be a robot, an alien or both (!) are all part of the 
score. Everything combines to create a tension 
between inviting and intimidating that's hard to 
walk away from. 

The game can be quite tough, especially after 
the world opens up to outdoor areas, though death 
is rarely a severe penalty (unless we're talking 
about one of the Secret Worlds, which play by their 
own rules). There are also hard difficulty and no- 
save speedrun modes for those who really want to 
prove their skills. If secrets are more your thing, 
you'll find no shortage of them here, including the 
classic Konami code and Metroid's Justin Bailey 
password. 

As for Wii U-exclusive features, there's touch- 
screen weapon selection and password input, 
second-screen map and inventory management 
and the option for Off-TV Play. 

Even without these GamePad-bound bonuses, 
Axiom Verge would still be a near-perfect video 
game - boldly experimental, but still fiercely dedi- 
cated to the masterful execution of 2D action/ 
exploration genre essentials. It could change the 
way you look at games forever (especially the 
glitchy ones). - JONATHAN 


COMIC BREAK 


ME. SHINE МЕ. BRIGHT 


PREVIEWS 


PAPER MARIO: COLOR SPLASH 


Will it be the fresh coat of pant the Paper Mario series needs, or will it 


simply suck what's left of t 


SO, WHEN YOU use the phrase "a 
fresh coat of paint" in relation to some 
piece of pop culture, you’re most often 
referring to a reboot, or a remake, or 
some other way in which a new 
product is presenting itself as a fresh 
take on some older, established thing. 
We chose that as the name and theme 
of this issue largely because it’s a 
phrase that can be applied to our 
cover game, Paper Mario: Color 
Splash, in at least three different 
ways. Let us count them! 

First, the Paper Mario series itself 
was created as a fresh coat of paint 
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from the very start. Second, Color 
Splash is separating itself from the 
series that spawned it by spinning off 
into gameplay territory that is quite a 
ways removed from its series' first two 
games (which is the reason why lots of 
fans aren't too happy about this game 
existing as it does). And third, it's very 
literally all about fresh coats of paint – 
Mario's tasked to bring color back to a 
drained, bland island by slinging 
actual paint around. 

That's the overview, but let's dive 
deeper into each of those three points 
to paint the full fresh coat of paint 
picture, shall we? 

If you read Chris' review back on 
Page 18, you're already familiar with 
Super Mario RPG: Legend of the Seven 
Stars from the SNES. It was such a 
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e life out of the series? 
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successful collaboration between 
Square and Nintendo back in 1996 
that the Big N wanted to expand it into 
a series, and so work began on "Super 
Mario RPG 2." Having Square do the 
development work was just a one-time 
thing, though, and as Nintendo moved 
on to make the sequel without them, 
Square didn't want the "Super Mario 
RPG" name used any more. Nintendo 
agreed to rename the sequel, and in 
doing so mostly severed its connection 
to that predecessor and presented it 
as the first chapter in a new series 
instead. 

In Japan, Super Mario RPG 2 was 
rebranded as "Mario Story," referring 
to the fact that everything in the game 
looks like it's taking place inside a 
story book. Here in the West, though, 


we got the name "Paper Mario," to 
highlight the new, paper-thin take on 
everyone's favorite plumber protago- 
nist who headlined the new adventure. 
All of the characters in Paper Mario 
were made to look depthless - just flat 
paper cut-out versions of the same 
Goombas and Koopa Troopas and 
Toads we'd become familar with in 
previous Mario games. The world 
around them was 3D, though - made 
to pop up, fold down and flip around 
Mario and his friends, as if it too were 
made entirely of paper. That all-new 
style of visual design was the most in- 
your-face and obvious "fresh coat of 
paint" applied to the game design to 
separate it from Square's work on the 
SNES Mario RPG (with its isometric 3D 
visuals, the two titles couldn't have 
looked any less alike). Now, Paper 
Mario: Color Splash pushes the paper 


look even further. 

Everything in Color Splash is built 
out of paper products! Earlier Paper 
Mario games tried to convey that idea, 
yes, but Color Splash really sells it like 
never before, as there's some kind of 
craftwork, origami sensibility applied 
to literally every character and 
element of the environment you see 
anywhere in the game. 

Cardboard is used to lay the foun- 
dations of each explorable area. You 
can see it everywhere, giving chunky, 
"heavy" weight to walls and floors. 
Then, laid on top of that cardboard 
base, other styles of paper are used to 
embellish each environment with 
detail. Trees and bushes are crafted 
from cut-out and curled construction 
paper. The ocean waves appear to 
ripple because they're made out of 
several different layers of paper cut 
and stacked on top of one another, 
each one a darker shade of blue as the 
water gets deeper. There's even some 
sections of felt in the mix, so you just 
know those areas of Paper Mario's 
world are touchably soft! 

The whole thing looks like a grade 
school art teacher's classroom dreams 
come to life, and may have more than 
а few fans reaching for the scissors, 
glue and tape to re-create some of 
these environments for themselves, in 
the real world. | have to imagine that 
somewhere, in some side room at the 
headquarters of Intelligent Systems, 
there's a whole huge table overflowing 
with all kinds of different papercraft 
projects created by hand in order to 
visualize them in the real world before 
rendering them in the game world. 

Don't you think that has to be the 
case? Somebody's job as a game 
developer over the past couple of 
years has been to cut and fold paper 
into trees and bushes and barrels. I 
just know it! 

Now, the excellence of the visual 


WELCOME TO PRISM ISLAND 


Here's a look at the latest land made just for Mario to explore - the faraway paradise of Prism Island! . . . Well, OK. 
It’s not exactly looking so paradise-like when Mario, Princess Peach and Toad arrive to investigate what's been going 
wrong there. The beautiful vacation destination has somehow been drained, left to languish in visual lifelessness, 
marked all over by blank spots and represented by a map that looks like it's working within the color constraints of 
the original monochrome Game Boy. As Mario moves from place to place across the island and restores the color in 


each area, though, the map comes back to life as well – pictured above you can see the map screen as it appears 

partway through his quest, with color already restored to some areas in the middle of the landmass. Also visible? 
The route lines connecting each stage to the next – because, like Paper Mario: Sticker Star, Color Splash lacks a fully 

interconnected world and is separated into distinct, standalone levels instead. Not what we'd prefer, but oh well! 


design in Paper Mario: Color Splash is 
an important positive point to point 
out, because if anything's going to sell 
this sequel to longtime fans, it's those 
gorgeous graphics. The gameplay, on 
the other hand? Old-school Paper 
Mario players are not too pleased. 

The first Paper Mario might have 
been a visual departure from Super 
Mario RPG, but it was still a role- 
playing game first and foremost. The 
battles were turn-based. Mario was 
able to recruit companion characters 
to battle alongside him. There were 
experience points, and leveling up 
caused our hero to gain more attack 
power, more health and more differ- 
ent techniques to use in each future 
fight. 

Paper Mario: Color Splash is kind of 
like that, and kind of not. It's most 
directly jumping off from the design 
decisions made for 2012's Paper 
Mario: Sticker Star, which, while it got 


solid reviews from critics, has not 
been a favorite of fans - at all. Its big 
shift was that it took away Mario's 
standard attacks in battle and 
replaced them with stickers. So you 
couldn't just jump on a Goomba or 
bash it with a hammer - you instead 


had to use a Jump Sticker or Hammer 
Sticker, and those would disappear 
after one usage, so you'd have to find 
more of them out in the environment 
to be able to attack again in the next 
battle. There were plenty of stickers 


scattered around everywhere, at least. 
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Companion characters all got cut in 
Sticker Star, which was viewed by 
many as its most egregious failing - 
the charm and personality of partners 
like Kooper, Goombario and Bombette 
from the earlier Paper Marios was 
sorely missed, leaving Mario to just 
hop and bop along all on his lonesome 
- and silently. The companion charac- 
ters gave us someone who could talk 
and carry conversations along, and 
their variety of voices was distilled 
down into a single tagalong sidekick 
named Kersti. 

Oh, and experience points? Also 
tossed aside in Sticker Star, meaning 
there wasn't much incentive to get 
into battles to begin with — victories 
would net you more stickers, but you 
had to spend stickers to win, so it felt 
like a wash in the end. 

So Sticker Star's fresh ideas didn't 
feel so fresh to lots of fans who would 
have rather seen the series just stick 
with what worked on the N64 and in 
the GameCube sequel, The Thousand- 
Year Door. But here again comes Color 
Splash, and it's not revisiting those 
more beloved game designs from over 
a decade ago - it's just putting 
another fresh coat of paint on Sticker 
Star's mechanics. 

The reception to that decision has 
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been understandably negative, but 
we're going to try to stay on the 
positive side of things and hope that 
the developers at Intelligent Systems 
have struck some better balance here 
with their second attempt at this style 
of game. The stickers have been 
swapped out for a stack of cards 
instead, and while that’s mostly just a 


cosmetic change, it is introducing a 
new wrinkle into the gameplay in each 
battle. You'll select a card to play to 
trigger an attack, just as you picked 
stickers in Sticker Star, but unlike that 
game there's an extra decision to 
make here - whether or not you want 
to paint the card you've picked to give 
it a boost in power before it's played. 

A basic, black-and-white Jump Card 
might do a small amount of damage, 
for example - but if you invest some 
of your stored-up paint to color it in 
before you play it, it could do more 
damage. Or strike twice, or trigger 
some secondary effect like lighting 
your foes on fire. There will be 
strategy in knowing when it's best to 
paint a card and when not to, as you 
manage your remaining paint reserve 
and try to defeat your foes as effi- 
ciently as possible. 

And while permanent battle 
partners are still, sadly, a thing of the 
past, you can at least call in some 
temporary support by playing Enemy 


Cards. Defeating the different kinds of 
foes will sometimes cause Enemy 
Cards representing that same kind of 
baddie to appear after battle, and if 
you pick it up you'll then be able to 
summon your own Shy Guys or Cheep 
Cheeps or Chain Chomps into future 
confrontations. They'll stand by your 
side just like good old Goombario and 
Kooper and all the rest used to do, 
years ago, launching their own attacks 
on your behalf (until they take too 
much damage, when they'll disappear 
and leave you to finish the fight on 
your own again). 

The experience point thing? Still no 
solution there as far as | can see so far 
— though Mario does expand both his 
amount of HP and his maximum paint 
capacity over time, so there's at least 
some character growth to look 
forward to in that regard. 

The maximum paint capacity is part 
of the last way Paper Mario: Color 
Splash is itself connecting to that 
"fresh coat of paint" phrase, as the 
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SAY HI TO HUEY 


А paint can? You think I'm just some 
regular paint can?! 


Yes, the great variety of collecting a 
whole gang of different companion 
characters from different Mario series 
species is missing once again, but 
perhaps there will be enough person- 
ality placed inside this bucket of paint 
to offset that oversight! Mario's 
tagalong friend in Color Splash is none 
other than a sentient, floating paint 
can who goes by the name of Huey. He 
appears before Peach and Mario when 
they first arrive on Prism Island, and 
looks like a 3D cylinder during that 
introduction – but later we see that 
he's adopted the same 2D paper cut- 
out styling as Mario and the rest of the 
cast. What's the reasoning behind the 
shift between dimensions? Nintendo 
hasn't said yet, so | guess we'll have to 


wait a little longer to find out! 


overall goal of this adventure is to 
bring the color back to the people and 
places of the once-lustrous Prism 
Island. 

The game begins with Mario being 
greeted at his home, in the middle of 
the night, by a distraught Princess 
Peach and Toad. They deliver to our 
hero ап ominous letter - which, when 
unfolded, turns out to actually be a 
blank, folded Toad! Mario is under- 
standably aghast to see a citizen of 
the Mushroom Kingdom have all of his 
color sucked out of his two-dimen- 
sional body, and so leaps into action to 
travel to Prism Island and investigate 
the cause of this loss of color directly. 
He and Peach aren't there for long 
before they witness the gruesome 
scene depicted in the art back on Page 
30, though - a Shy Guy equipped with 
a drinking straw sucks all the color out 
of Toad right before their eyes! (You'd 
think Mario would immediately bop 
the baddie to stop that suckage from 
being completed, but for the purpose 
of setting up the story he allows his 
friend of three decades to be drained 
all the way down to nothingness.) 

The quest is on, then, as Mario's 
goal is clear - stop the bad guys who 
are draining all of the color out of 
Prism Island's environments and 
inhabitants, and work to restore the 
lost luster as he moves along from 
place to place throughout the land. 
He's gifted at the beginning of this 
new adventure with an all-new 
weapon called the Paint Hammer - it 
bashes blocks and baddies just the 
same as his past mallets have done, 
but has the added ability to release 
three different colors of paint when 
it's swung as well, allowing our hero to 
restore the vibrance to blank white 
spots that are dotted all throughout 
each different landscape. The Paint 
Hammer doesn't have an endless res- 
ervoir of paint inside, though, so you 
have to keep an eye on your remaining 
supply - and especially so, since 
those three color meters of 


red, blue and yellow are also drawn 
upon to paint cards in battle (as we've 
already gone over). 

For any of its failings in recapturing 
the RPG spirit of the first Paper Mario 
and The Thousand-Year Door, the paint 
mechanic in Color Splash at least 
seems like it will be satisfying. There 
have been a few games in the past 
that played around with the idea of 
bringing color back to bland, lifeless 
environments, and it's always been a 
very visually rewarding concept - it's 
fun to walk into a place that looks like 
it's seen far better days and then be 
the hero who restores things back to 
the way they were meant to be! 

So, if you're one of the longtime 
fans who's upset at Nintendo and 
Intelligent Systems for not simply 
taking the Paper Mario series back in 
time and revisiting what made its first 
two installments so memorable and 
great, try if you can to give this all- 
new adventure the benefit of the 
doubt. It may not be the more trad- 
tional RPG we all were hoping for, but 
it could very well turn out to be an 
enjoyable journey all the same! Color 
Splash is what it is, and what it is may 
not be too terrible after all. - LUCAS 


ITS HARD FOR a single game to 
steal the show at E3, but The Legend 
of Zelda: Breath of the Wild did just 
that. By now you've heard about the 
hours on end that fans waited to play 
it, and may have even seen videos of 
how rabid the crowd was for line posi- 
tioning. It was like Black Friday! Once 
inside Nintendo's booth, though, the 
atmosphere was like stepping into 
Hyrule itself, replete with monsters, a 
campfire and a giant Link statue. The 
time even changed from night to day 
during fans' stay, and appropriate 
sounds accompanied the shift. 

The demo was split into two parts: 
the first being the shortest and most 
exploratory, and the second being 
more focused on story. Together, they 
were around 35 minutes - which is 
why the line was so long, despite the 
entire booth being filled with demo 
stations. 

When | was finally handed the 
GamePad, | found Link waiting at a 
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campsite somewhere in the middle of 
a large field. Whichever direction | 
chose, | was rewarded with some new 
gameplay element. It was completely 
unlike any Zelda I’ve played before, 
and that’s a good thing! 

The first time | played, | ended up 
raiding a Bokoblin camp. | played 
around with various swords and shot a 
few arrows, which is very intuitive and 
smart, but once again was much dif- 
ferent than | expected. Swapping gear 
on the fly was relatively easy, and the 
action slowed down while | did so. 

The battles are fast-paced and feel 
dangerous. Swords can break, shields 
can split and attacks can miss. The 
new HUD elements added a volume 
meter to help Link employ stealth, a 
thermometer so Link won't melt or 
freeze and an improved map and 
radar. Also immediately noticeable 
was the lack of hearts to replenish 
health. (Perhaps the Minish haven't 
yet planted them throughout Hyrule.) 
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The game has you cook food items 
to restore your life instead, as well as 
earn some other bonuses. A Spicy 
Pepper Steak can keep you from 
dying, but also keeps you warm in the 
frozen tundra! In order to cook, you 
must first find a pot and build a fire. 
Collecting flint and wood will become 
essential to survival, as well as 
keeping a good stock of food items. 

While it's not necessary for Link to 
sleep, doing so can advance time, 
letting the weather change and even 
allowing our hero to recuperate. While 
many fans have pointed out Breath of 
the Wild's connections with the open- 
world original Zelda, much of that 
game's exploration depended on what 
equipment you had, whereas in this 
game you can apparently go straight 
to the final dungeon with next to 
nothing and attempt to beat the game. 
(I’m sure many will try.) 

The second time I played the E3 
demo, | climbed a mountain and found 
a shrine. These shrines empower the 
Sheikah Slate, which essentially 
becomes Link's smartphone and aids 
him in many different ways. The 
shrines embue Link's iPhone with new 
apps... er, abilities . . . that allow Link 
to manipulate the world around him. 
This is where the game returns to 
home base, as the labyrinthine shrines 
will feel familiar to longtime Zelda 
players. They don't replace larger 
dungeons, but allow you to test out a 
new skill before it gets difficult later 
on. In the shrine I found, the Slate 
received the power to freeze items in 
time, which led to another hilarious 
and impressive addition: boulder golf. 
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By "freezing" a boulder in time and 
then whacking it with the hammer 
available in the demo, it built kinetic 
energy in the boulder, leading to it 
rolling out of my way once unfrozen. 
Outside the shrine, I tested it with a 
nearby boulder . . . and sent it flying 
miles away to a far-off mesa! It was 
incredibly gratifying. 

The second demo set me at the 
game's beginning. Link woke in a pool 
and found the Sheikah Slate. After 
exiting the Cave of Sci-Fi Wonders, 
Link was greeted with his first look at 
the land, and he spotted an old man. I 
expected him to give Link a sword and 
say it was dangerous to go alone, but 
he instead goaded me into exploring 
some nearby ruins. | absconded with 
the elder's axe to defend myself, and 
shortly after was sent to a marker that 
interacts with the Slate to raise a 
tower. Then I found myself at the top - 
and this was where most players died, 
in trying to get down. (Link died a lot 
at E3.) The old man then sent me on a 
quest to an awakened shrine to find a 
Spirit Orb to give to him in exchange 
for the Sailcloth. The Sheikah Slate got 
a magnetizing power in that shrine, 
allowing Link to move metal objects - 
but I could have elected to ignore that 
shrine quest altogether to venture into 
the breathtaking wilderness of Hyrule 
with nary a plan or care. 

I cannot put into words the excite- 
ment these demos instilled in me, and 
I can't wait to get back into exploring 
this new Zelda. | don't see myself ever 
truly completing it, but instead finding 
joy in its exploration, experimentation 
and survival. - BRETT 


WE'VE HAD TO wait а long time for a 
brand-new 3D Zelda adventure. Eiji 
Aonuma, producer of the franchise, 
said in January 2013 that he had plans 
to change up the usual formula - but 
then things went mostly silent until E3 
2016, even if hints were dropped now 
and again. It wasn't until the expo that 
we saw what Nintendo's masterpiece 
is trying to accomplish. The result is a 
refreshing experience that I couldn't 
get enough of! This is The Legend of 
Zelda: Breath of the Wild. 

Like Brett, | had the opportunity to 
play the two different demos - and 
since the game's so different for dif- 
ferent players, you're getting two 
points of view here! 

When | awoke as Link in the Cave of 
Resurrection, | had no idea where | 
was, and, other than some underwear, 
Link wasn’t exactly wearing much. An 
unknown British voice guided me to 
the outside world. Along the way, | 
fetched some clothes and the brand- 
new item called the Sheikah Slate. 
Before | knew it, | was standing 
outside. It was a breathtaking first 
view of the new Hyrule's massive land- 
scapes, various climates and, natu- 
rally, Hyrule Castle. 

That being said, there wasn't much 
time to just stand still – exploring is 


the key word here. The first moments 
felt slightly weird to say the least. With 
this untamed freedom, you kind of 
don't know where you want to go. Your 
first clue is an old man who's enjoying 
a nice campfire. He explains where 
you are and what the best course of 
action is. He gives you some food and 
an axe, and sends you on your merry 
way. | battled my way through 
enemies while following the map on 
the Sheikah Slate as closely as 
possible. You don’t have to do this, 

but if you want to understand this new 
Hyrule, there’s no better option. 

The map led me to a cave where | 
set down the mysterious tablet. 
Beneath Link, a tower rose up to carry 
me higher than I'd been before. | not 
only got to enjoy a grand view on this 
Resurrection Tower, but the voice also 
made a comeback. It told me that Link 
had been sleeping for 100 years. Back 
then, "Calamity Ganon" brought 
despair and destruction to Hyrule – 
now that threat is back to finish the 
job it started. Its evil power has sealed 
off Hyrule Castle and keeps it locked 
in darkness. The light is holding that 
black smoke back, but no one knows 
how long it will last. The task is clear, 
but your road to it has only 
started. 


1 soon realized that | was on the 
Isolated Plateau. The height makes it 
impossible to jump - it's hard to see 
how Link could survive that fall. But 
the old man returned and made me an 
offer | couldn't refuse: If | could find 
four different treasures from mini- 
dungeons, I'd get to borrow his para- 
glider. Within the first demo, ! got to 
try one of these dungeons for myself. 

The dungeon (or shrine) made it 
immediately clear how important the 
Sheikah Slate actually is. It's quite an 
advanced piece of technology, which is 
unusual for the Zelda franchise! The 
device has built-in magnetic fields to 
let Link pick up objects with ease. I 
had to move metal plates to make 
bridges in the shrine's early moments. 
The whole mini-dungeon wasn't diffi- 
cult, but до realize that this isn’t far 
into the game at all. Time will tell how 
these will develop in the final game. 

The second demo gave me a lot 
more freedom than the first — our 
booth guide started to go silent and 
just let us do our thing. The big differ- 
ence is that 1 had various weapons at 
my disposal, which allowed me to try 
out a variety of mechanics. It's clear 
what kind of tone the new Zelda game 
has: Breath of the Wild steers the 
gameplay car to the right and cherry- 
picks elements from Western RPGs. 
You have a large inventory with 
costumes, weapons and items to give 
that adventurous nature of yours a 
kick from behind. You pick and choose 
what you want to use, or you're forced 


to switch when a weapon eventually 
breaks down. It brings item manage- 
ment to the forefront of the series. 

And the controls bring finesse! 
Previously, actions like jumping would 
be done for you - and that worked for 
older Zeldas. But here, it truly feels 
like the tools are in your hands. From 
the array of options to just simply 
sprinting through the massive envi- 
ronments, it's all yours to abuse. 

| got creative at enemy camps, 
which you can tackle in any way you 
like. You can (with confidence) rush in, 
use most of your weapons and then 
just pick up whatever they have lying 
around to continue your assault. 
Personally, | found it fun to bring the 
enemies closer to me by shooting 
arrows at them - then move on to 
swords when they closed in on me. 

The Legend of zelda: Breath of the 
Wild sparked something nostalgic in 
me. Look back at the artwork of the 
original Zelda and you'll quickly know 
why - this feels like a completed 
vision of what Zelda was always meant 
to be, with the unprecedented 
freedom to do whatever your heart 
desires. This is the game that brings 
30 years of the series together in a 
package that shouldn't be missed. 
Bring on 2017, because I don't want to 
wait this long! - DAAN 
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YO-KAI WATCH 2: 


FLESHY SOULS 


If you prefer Honke manju... 


NINTENDO GAMERS HAVE 
been trained by the Pokémon 
series for two decades now, so the 
same game being released in two 
slightly different versions is not 
anything too surprising any more. 
But this September marks the first 
time the Yo-kai Watch franchise is 
adopting the split-release practice 
here in the West - so just like you 
need to decide between either Sun 
or Moon for your latest Pokémon 
adventure, Yo-kai Watch 2 demands 
you pledge loyalty to either Fleshy 
Souls or Bony Spirits. 

In Japan, these two different 
versions were called the "Honke" 
and "Ganso" editions, respectively, 
with each of those names making 
reference to different styles of 
manju (a kind of dessert in Japan). 
Manju isn't something eaten regu- 
larly here, though, so we get some 
more Halloween-ish subtitles. 
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Like Pokémon X being the only 
place to catch Xerneas and 
Pokémon Y being Yveltal's domain, 
the difference between the two 
Yo-kai Watch 2 versions is in which 
Yo-kai are exclusive to each. Here 
in Fleshy Souls, you'll find a strong 
lineup, including Count Zapaway, a 
purple remote control come to life, 
who's also a vampire; Boyclops, a 
tiny, one-eyed Buddhist monk with 
Ice attacks; Raizo, a spear-wielding 
warrior who can control lightning 
and evolve into the more powerful 
Hiraishin; and Ogama, a Rank S 
frog-themed fighter who can 
toadally make any opponent croak. 
(Some of these names may yet 
change in localization; Level-5's 
keeping quiet on many of them!) 
Beyond those new befriendables 
there are also returning faces from 
the first game, now made Fleshy 
Souls-exclusive — like Kyubi, the fox 
with nine tails who's a recurring 
character in the anime. All in all, 
it's a great selection here, so Fleshy 
Souls is a good pick! - LUCAS 
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YO-KAI WATCH 2: 
BONY SPIRITS 


... or if Ganso is your craving. 


WHEREAS FLESHY SOULS is all 
bright and shiny with its golden box 
and its headlining star being the 
flashy and flamboyant Kyubi, Bony 
Spirits goes darker with its overall 
look and exclusives. (Don't worry, 
though - this isn't like how Fire 
Emblem Fates: Conquest was a 
darker, more difficult game than 
Birthright was. The adventures are 
basically the same in both.) 

Bony Spirits' biggest exclusive 
character returning from the first 
game is Venoct, the too-cool-for- 
school snake-summoning shadow 
assassin. He's basically the Yo-kai 
Watch version of Orochimaru from 
the Naruto anime, which makes 
him standing in opposition to Kyubi 
even more appropriate. 

Also present to counterbalance 
a Fleshy Souls rival is Tsuchigumo, 
a spider-themed warrior who's got 
an axe to grind with Ogama - which 
seems sensible, since frogs eat 
bugs. Then there's Mayoiguruma, a 
possessed ox cart, and his evolved 
form, Dassensha, a living tank with 


THE CHOICE IS YOURS 


Just as Pokémon produced absolute swarms of 
related merchandise, so too has Yo-kai Watch. Of 
particular note is Hasbro's electronic version of 
the eponymous watch itself, which can read 
replicas of the Yo-kai medals like the ones col- 
lected in the game and anime to summon various 
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Yo-kai to battle. Those who hop on the Fleshy 
Souls or Bony Spirits bandwagons will find that 
packed in with the physical version of each game 
is a special Yo-kai medal that unlocks a special 
Soultimate Move for Jibanyan! Those who go 
digital will instead receive either Sailornyan or 
Robonyan F Yo-kai allies instead. Choose wisely! 


a cannon sticking straight out of his 
chest! Once again, those are the 
Japanese names for these charac- 
ters - any bets on how Level-5 will 
localize each of them? 

Some English names we know 
for sure are Failian (an alien who is 
apparently a failure?) and Faysoff, 
who literally has no face. They're 
only in Bony Spirits as well. 

But the deal-sealer in making a 
version-purchasing decision may 
be the fact that Slimamander, the 
three-headed snake boss from the 
first game, is only recruitable here 
in Bony Spirits. It's apparently very 
effective in battle, with a technique 
that allows it to launch spells to hit 
all three enemies at once - it's 
become hugely popular in Japan's 
competitive battling scene, so if 
you think you'll want to dominate 
there, Bony Spirits is going to be 
the way to go! - LUCAS 
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SHANTAE: HALF-GENIE HERO 


Hair-whippin in high definition! 


A LOT CAN go wrong when revamp- 
ing a 2D pixel platformer franchise. 
Take Mega Man 8 for example. It's a 
gorgeous game, but as many Mega 
Man fans will tell you, it feels a lot 
looser than Mega Man's NES adven- 
tures. That's not because the controls 
are less precise — it's because 8-bit 
games are constantly measuring 
everything out for the player in 
perfect little units of square space, 
like an animated piece of graph paper. 
Replacing those squares with smooth 
lines and swaths of color can make it 
harder to get an exact idea of how 
everything fits together. 

Thankfully, Shantae's leap to HD is 
in good hands. The talented team at 


WayForward has had years of experi- 
ence in translating pixel art games to 
hand-drawn and polygon-based 
displays - Mighty Switch Force: Hyper 
Drive Edition, DuckTales: Remastered, 
Wonder Momo: Typhoon Booster, 
Double Dragon: Neon and A Boy and 
His Blob to name a few. As great as 
they all are, Shantae: Half-Genie Hero 
outshines them all. 

WayForward co-founder Matt 
Bozon and his wife Erin first created 


Shantae back in 1994, born from their 


mutual love of Disney's Aladdin, the 
anime series Ranma 1/2 and the '60s 
sitcom | Dream of Jeannie. Shantae 
didn't actually appear in a game until 
her Game Boy Color debut in 2002, 


which received critical acclaim. But 
she's had some ups and downs since 
then, languishing without publisher 
support for years, until the power of 
digital distribution allowed Bozon's 
crew to release her second and third 
adventures all on their own. Now with 
Half-Genie Hero, Shantae is finally 
headed back to the retail space, 
poised to be one of the last, best Wii U 
games to hit store shelves in 2016. 
That mushy imprecision that 
plagues so many HD platformers? So 
far, it doesn't seem to be an issue 
here, largely because of how the envi- 
ronments are designed. Every surface 
that Shantae can jump on is made 
from a 3D object, layered with high 
resolution 2D textures. The geometry 
on these crumbling wooden planks 
and quaint cobblestone pathways isn't 
quite as exact as what you might find 
in a NES platformer, but they come 
pretty darn close, all without having to 
sacrifice the organic warmth that only 
handcrafted visuals can provide. 
Shantae's trademark co-mingling of 
influences from Eastern and Western 
animation hasn't been sacrificed 
either. If anything, the confidence that 
comes from over 20 years of experi- 
ence has only made it shine brighter! 


WiU XSEED GAMES 
WAYFORWARD 
SEPTEMBER 27, 2016 (NORTH 
AMERICA & EUROPE) 


Half-Genie Hero's world feels more 
alive than those found in any of 
WayForward's prior titles, ripe and 
bursting with detail at every turn. The 
game also marks Shantae's most 
physically vibrant performance yet. 
This younger, pluckier magical belly 
dancer is constantly in motion, with 
actions as fluid and effervescent as 
anything you've ever seen from a 
Disney Princess, and transformations 
as wild and unhinged as those prac- 
ticed by Ranma's Anything Goes 
School of Martial Arts. 

When it comes to the basics, 
Shantae's primary tool for self defense 
is still her hair whip attack. Like in 
Castlevania titles of old, most of the 
combat here is about getting close 
enough to a foe to crack that whip (or 
in her case, that ponytail) without 
letting enemies get close enough to hit 
you back. Also returning from prior 
games is Shantae's monkey transfor- 
mation, which allows her to cling to 
walls and hurtle across the screen like 
a bullet. As if that weren't enough, one 
of Shantae's all-new moves turns her 
into an Arachne (half woman, half 
spider) that can walk upside down on 
the ceiling, and even spit poison! 

Giant bosses, precision platforming, 
exciting fights and some of the best 2D 
graphics ever seen... Shantae may 
be 50% genie, but so far, her new 
game looks 100% fun! - JONATHAN 
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Old Hala here will also be going all out! 
Let the grand trial begin! 


POKÉMON SUN & MOON 


ALOHA FROM ALOLA once again! It 
seems that with each passing week, 
more and more exciting information 
for Pokémon Sun and Moon is being 
unveiled. In the short time since our 
last issue, several new and mysterious 
details have been revealed, beginning 
with the changing of the standard 
Poké-formula of challenging Gyms and 
taking on the Elite Four to become the 
regional Pokémon Champion. In the 
Alola Region, there are no Gyms! 


NINTENDO 
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Instead, you visit each of the four 
main islands to complete the Island 
Challenge Trials. The trials are con- 
ducted by each island's Trial Captains, 
and don't necessarily involve Pokémon 
battles! (Some Captains may send you 
on fetch quests, for example.) Once 
the trials are completed you then face 
off against a Totem Pokémon, which is 
а larger and more powerful version of 
one of that island's native 'mons. One 
surprising aspect of this type of battle 
is that the Totem Pokémon can call for 
back-up during the battle! After you 
complete this fight, you'll then face off 
against the island's Kahuna in the 


Grand Trial. Defeating the Kahuna will 
grant access to the next island. This is 
definitely a shift from the structure of 
previous games, and looks to be quite 
an enjoyable change of pace! 

Another new addition is Z-Moves: 
super-powerful attacks that can only 
be used once per battle. Z-Moves are a 
bit similar to Mega Evolution in the 
way they're activated: Your character 
will need to possess a Z-Ring, while 
your Pokémon will need to hold the 
corresponding Z-Crystal. Your 'mon 
will also need to know a move of the 
same type as the Z-Move you're trying 
to pull off. For example, a Pikachu 
can't use the Electric Z-Move, Gigavolt 
Havoc, without knowing a move like 
Thunderbolt first. 

Those of you who enjoy soaring in 
Omega Ruby and Alpha Sapphire will 
be thrilled to learn that this aspect has 
been taken to new heights with Poké 
Ride, which seems to take the place, at 
least partially, of the old HM moves. 
With Poké Ride, you can climb aboard 
a Charizard and fly, embark across the 
churning waters with a Lapras or dash 
through roadblocks with a Tauros, just 
for starters. These Pokémon can't be 
added to your battle party — you'll 
have to catch your own Tauros — but 
you can call them for rides as needed. 
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EXEGGUTOR 


VULPIX MEOWTH 


SANDSHREW 


NEW LOOKS FOR SOME OLD MONSTERS 


The developers of the Pokémon series at Game Freak must've gotten the memo about "fresh coats of paint" being the in 
thing right now, as the all-new Alola Region has been revealed to be populated by some remixed versions of several classic 
monsters! What you see here are "Alola Forms" - new body types taken on by many old monsters we've known for 
decades, specifically due to the unique climate of Alola's islands. The changes aren't just cosmetic, as some past alternate 
forms for various Pokémon have been through previous installments in the series — Alolan versions of established 
Pokémon also have entirely different typings! Take Vulpix, for starters. The six-tailed, Fire-type fox has been around since 
the days of Pokémon Red and Blue back in the '90s — a staple of millions of Trainer's teams when they needed some extra 
Fire power (perhaps because they didn't pick Charmander as their starter). In Alola, though, the native Vulpix population 
isn't Fire-oriented at all — they're Ice types instead! It's about as extreme a shift as you could possibly imagine, and is 
explained as the Vulpix moving to live in Alola's snowy peaks and adapting to the frigid conditions there over time. When 
Vulpix evolves into Ninetales in Alola, the result also casts aside the Fire typing of 20 years ago: Alolan Ninetales is half- 
Ice/half-Fairy (and looks rather majestic, we think). Also shifted into the Ice category in Alola are Sandshrew and 
Sandslash, who both become Ice/Steel - Sandshrew is especially cute with its new igloo-esque body, and in battle it spins 
itself around like a curling stone. How about Meowth, one of the most well-known Pokémon in the history of the series, 
thanks to the fact that Team Rocket's Meowth has appeared in nearly every episode of the anime for two decades straight? 
It’s not immune to Alolan alteration, as Alolan Meowth is a Dark type instead of Normal. But the real standout that trum- 
peted the arrival of Alola Forms was none other than the gloriously goofy and way too tall new take on Exeggutor. Just 
look at how high into the sky its crazy palm tree neck has grown! Even weirder, Alolan Exeggutor is Grass/Dragon. Yep, 
that's Game Freak for you, playing fast and loose once again with what a "Dragon" should look like! There are many, many 
more Alola Forms on their way beyond these, including an Electric/Psychic Alolan Raichu and a Ghost/Fire Alolan 
Marowak, but we don't have room to share them all here! So come back for our next issue, which will be totally Poké- 
packed and profile even more of these fresh coats of paint applied to old-school Pokémon creatures! 


The online portions of Sun and 
Moon will also bring new activities, 
starting with the Battle Royal mode. In 
this new online battle style, four 
trainers send out Pokémon to duke it 
out in a no-holds-barred, free-for-all 
match until one of them loses all three 
of their monsters. At that point, the 
number of defeated and remaining 
Pokémon are tallied up to determine 
who the winner is! The Pokémon 
Global Link will also receive an 
upgrade around the time Sun and 
Moon arrive, and with that upgrade 
will come a new feature that's long 
overdue: Friendly Competitions. With 
Friendly Competitions you'll be able to 
create your own Battle Competitions, 
setting all the rules to your liking. It's 
time to set up that all-Bidoof champi- 
onship I’ve been yearning for! 

For those of you who are deep into 
the battling scene and made good use 
of the Super Training from Generation 
VI, get ready to take that effort even 
further with Hyper Training! Whereas 
Super Training developed the effort 
values of your Pokémon, Hyper 
Training affects the other mysterious 
value, the IV. From what we under- 
stand so far, a new Bottle Cap item can 
be collected and exchanged for an 
increase to your Pokémon's IV values. 
This can only be done to a Pokémon 
that has reached level 100, so get to 
training, people! 

Of course, it wouldn't be a new gen- 
eration of Pokémon games without 
the main stars of the show - new 
Pokémon! This time around, not only 
will we get brand spankin' new addi- 
tions to the Pokédex, including cute lil" 
Ghost/Fairy Mimikyu, the cartoony 
Normal/Fighting bear Bewear and 
Tapu Koko, the Electric/Fairy Pokémon 
who's also called the guardian deity of 
Melemele Island, but several older 

monsters have appeared 
sporting new looks and com- 
pletely new typings! (See the 
sidebar for more on that.) 
The reveals are coming so fast 
that it's hard to keep up, as Sun 
and Moon are shaping 
up to be really 
special. Be sure to 
stay tuned for our next 
issue: It's going to be a 
full-on Poké-Blowout 
detailing all the new 
mechanics and additions 
to everyone's favorite 
monster-catching 


series. You don't 
|. d want to miss its 
y pack-in extras, 


either! - THOR 
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DRAGON BALL FUSIONS 
These guys are fusin for a bruisin! 


PAPER MARIO AND Pokémon aren't the only classic RPGs to 
get fresh coats of paint this year! Dragon Ball Fusions was just 
released for the 3DS in August in Japan, and like Pokémon Sun 
and Moon, it features both brand-new characters and a plethora 
of new forms for old favorites. It hasn't been announced for 
release outside of Japan yet, but we're hoping it will be soon! 

The game stars Tekka, an all-new hero who debuted alongside 
his best friend Pinich in a special Dragon Ball Fusions promotional 
comic book last April. While they look similar, the two have very 
different personalities. (It's like Goku and Vegeta all over again, 
except these two are friends from the start.) They also dress a lot 
alike, though their tastes in social cliques couldn't be more differ- 
ent. Tekka plays the good cop, gallivanting around with friendly 
faces like Pan and Trunks, while Pinich ends up falling in with 
longtime series villains Cell and Frieza. Giving away more may 
lead to spoilers, so let's just say that the game stays true to the 
over-the-top dramatics and cosmic-level shows of power that 
Dragon Ball is famous for. 

Tekka and Pinich's tale is the tie that binds the game's events 
together, but the real stars here are the all-new fusions for classic 
Dragon Ball icons. There's Prillin, (a fusion between Krillin and 
Piccolo), Kuhan (Goku fused with his son Gohan), Majin Satan 
(blowhard Mr. Satan fused with his dear friend Majin Buu), Cellza 
(previously mentioned bad guy Cell fused with fellow malcontent 
Frieza), and even Karoly (the fusion of Goku and his evil rival 
Broly). Those are just a few of the 60+ fusions available, and there 
are even five-character Maxi-Fusions now! As if the Dragon Ball 
universe didn't have enough fighters and forms to keep track of. 

Some of the new fusions were designed by fans, chosen from 
hundreds of contest entries sent in by aspiring artists. NF could 
run a similar contest! Lucox (the fusion of Lucas M. Thomas and 
The Ох) and his Power Beard has true potential! - JONATHAN 
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DARKSIDERS: 


WARMASTERED EDITION 


А revived THQ resurrects the First Horseman. 


DARKSIDERS IS ONE of those under- 
rated series where everything has just 
seemed to go wrong for it. 

In a perfect world we'd have four 
games by now (one for each of the Four 
Horsemen intertwined in the overarching 
narrative), but instead, we only have two, 
strewn about various platforms. The 
original featuring the brother "War" was 
released in 2010 on just PS3 and Xbox 
360, before hitting the PC later that year. 
Then its sequel, starring "Death" (which I 
found to be a step-up, and took place at 
the same time as the first) came out on 
PC, PS3 and Xbox 360 in 2012, with a Wii 
U release that holiday season. 

Wait, what? Yes, only the second 
game had a release on a Nintendo 
platform, leaving Nintendo-only fans in 
the dust as they tried to watch YouTube 


s THQ NORDIC 
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videos of the original storyline. But that 
changes on October 25, as the first game 
is getting a remaster in the form of 
Darksiders: Warmastered Edition. There’s 
no word of extra content coming, but the 
base game will be there in all its glory 
with 1080p visuals. The only downside to 
the Wii U edition is that it will be limited 
to 30 frames per second, as opposed to 
the other versions that'll clock in at 60. 

Wii U fans should be excited regard- 
less, as this is one of the best interpreta- 
tions of the Zelda formula to date. 
There’s the classic "get this item and 
come back later" formula all set to the 
tune of a sprawling 3D world, as well as a 
companion mechanic (albeit with a 
darker twist), dungeons to delve into and 
gigantic bosses to take down. It might be 
six years old, but the timeless art of Joe 
Madureira is still stunning, even on older 
platforms. We'll go to war as War soon, 
so stay tuned! - CHRIS 


That blade of yours is useless against him. 
Perhaps there is another way. 
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HARVEST MOON: 
SKYTREE VILLAGE 


The series continues, with another visual shift. 


HARVEST MOON: THE LOST VALLEY met with a tepid recep- 
tion from fans and critics when it was released for the 3DS in 
2014. Natsume and Tabor took the response to heart as they 
forged ahead with their plans for an independent Harvest Moon 
franchise, and found some success with 2015's Harvest Moon: 
Seeds of Memories for iOS and Android. Now, they've turned their 
attention back to the 3DS with the all-new Harvest Moon: Skytree 
Village. 

The Oasis of the Harvest Goddess has become barren, and the 
seven Skytrees must be restored in order for the Harvest Goddess 
to regain her powers. While once again you'll be able to terraform 
your farmland to your liking, Minecraft-style, it's no longer a 
tedious process, thanks to tools that can be gradually improved to 
cover larger and larger areas. You've also got a new addition to 
your livestock barn: the Poitou donkey, a longhaired donkey with 
a fascinating history (they're native to western France and were 
critically endangered in the late 19705). Fishing has also been 
given an upgrade: Now you can go out on the lake in a boat and 
catch fish in deeper waters. 

Nearby Skytree Village is where you'll meet the six new male 
and female marriage candidates, and the population will slowly 
grow as you progress through the game. There are also some 
returning characters from The Lost Valley, such as the magical 
duo Gareth and Tabitha, Doc the mad scientist and Sam the 
peddler, but that game's chibi visual style was left behind, so 
every character has more realistic human proportions now. 

Preorders are open now, and NIS America is offering a limited 
edition, including the game, a soundtrack CD, a set of pins, a 
rubber keychain of the Blue Feather (the traditional Harvest Moon 
engagement gift) and a 44-page softcover artbook! - REBECCA 
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PREVIEWS 


LADY LAYTON 


Professor Layton has gone missing. Will his daughter 


be able to follow in his footsteps to find and save him? 


IT’S BEEN A few years since Professor 
Hershel Layton hung up his top hat, 
seemingly for good - the localization 
delay meant we last got Layton games in 
2014, but Japanese fans have been 
without a new adventure starring the 
puzzle-solving professor since February 
of 2013. And they'll have to continue 
waiting! Because this all-new sequel is 
headlined not by Hershel, but by his 
daughter, Katrielle – who's investigating 
his unexpected disappearance. 

Lady Layton (perhaps subtitled "The 
Millionaire Ariadone's Conspiracy") is a 
new, eighth installment in the Level-5 
series for Nintendo's systems. There was 
a spin-off called Layton Brothers: 
Mystery Room that launched on mobile 
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devices, but this game's getting things 
back on a Big N handheld, where the 
brand first got its start. Layton Brothers 
starred a hero named Alfendi who was 
said to be Professor Layton's son, and 
now we've got a game with his daughter. 
Just how many kids does Hershel have? 
And who is their mother? Or are they 
both adopted? Do Alfendi and Katrielle 
even know about each other, or has 
Hershel been living a double life? 

The dynamics of the extended Layton 
family are all we have to think about so 
far, as little has been revealed about 
Lady Layton other than the fact that it's 
in development, bound for 3DS (and iOS 
and Android) and brings back the series' 
staple puzzle-solving gameplay. Oh, and 
Katrielle's sidekick is a talking dog! We 
can't wait to hear more! - LUCAS 
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WONDER BOY: THE ОКАСОМ 5 TRAP 


The classic adventure, painstakingly visually remastered! 


THREE YEARS AGO, WayForward 
wowed us with their incredible remake 
of Capcom’s NES classic, DuckTales. 
Their work on DuckTales: Remastered 
breathed new, high-definition life into 
our memories of that 8-bit adventure, 
and we were so impressed that we 
couldn’t help but dream of a whole 
host of follow-ups... but none ever 
came. DuckTales was a one-and-done. 


DOTEMU 
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While it's sad that we'll now likely 


never see Rescue Rangers remastered, 


the practice of going back to an 8-bit 
game and totally redrawing it for the 
modern era didn't die with the death 
of that Disney deal. A two-man devel- 
opment team at LizardCube, in part- 
nership with publishers DotEmu, is 
working to overhaul Wonder Boy Ill: 
The Dragon's Trap for the HD age! 
From what we've seen so far, it's a 
gorgeous upgrade, almost unrecogniz- 
able as a remaster unless you place 
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images of the new game and the old 
one side by side - so we did, below. Оп 
the left, Dragon’s Trap as it looked on 
Sega’s Master System in 1989. On the 
right, a cropped look at the same area 
in the HD remake. Just a bit fancier 
now, wouldn't you say? 

If you're unfamiliar with Wonder 
Boy, it’s hard to concisely explain – it 
was a prolific series in the late '80s 
and early '90s that got localized with a 
lot of different names. This game was 
the fourth in the series, but called 


Wonder Boy III in the States since the 
actual third game wasn't released 
here. Then this same game also came 
to Hudson's TurboGrafx-16, but was 
called Dragon's Curse there (leaving 
"Wonder Boy" totally out of the name). 
Weirdly, both of those versions are 
available through Wii Virtual Console. 

The game itself is a nonlinear quest 
in which your hero can shapeshift 
between different animal forms, each 
with its own uses. There's much more 
to talk about, but this game's a long 
ways away, so we'll continue coverage 
in future issues! - LUCAS 
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MARIO PARTY: STAR RUSH 


With "the car" left parked in the garage, will the party be more fun? 


I HOPE NINTENDO'S not trying to 
pull a bait-and-switch with this game. 
When it was first announced at ЕЗ this 
past June, Mario Party: Star Rush was 
accompanied by official PR that listed 
Nintendo as its direct developer. "OK! 
They’re learning from their mistakes!" 
That was my thought at the time, as | 
was pleased that development duties 
had been taken away from Nd Cube, 
the team that had been in charge of 
Mario Party 9, 10, Island Tour and 
Animal Crossing: amiibo Festival, all of 
which didn’t live up to most fans’ 
expectations. But new information has 
come to light, and it appears Nd Cube 
actually is developing this one! 


You're walking on thin ice, Big N. 
The definition of insanity is doing the 
same thing over and over again and 
expecting a different result - why yet 
another Mario Party sequel would be 
entrusted to a studio whose work has 
underperformed for years is beyond 
me. 

Nd Cube's alterations to the core 
Mario Party formula have been the 
focus of fan ire for years now, and so 
much so that we dedicated one of our 
debates to that very subject (you're a 


few page-flips away from seeing that). 


The good news, though, is that with 
Star Rush, we haven't yet seen any 
sign that "the car" will return. 


EASy 
OPEN Lip 


Mario Party 9 was the first game to 
put all four players together ina 
single vehicle moving around the 
board, which most fans have not liked 
much at all - in board games you're 
supposed to be able to move your own 
playing piece the way you personally 
want to go! Thankfully, Star Rush looks 
to be restoring that individual decision 
making, as players in this new sequel 
will once again be able to choose their 
own direction of movement across the 
game board and travel independent 
from the others. "The car" was meant 
to make gameplay move along more 
quickly, but Star Rush achieves that 
same aim by having every player 
choose their move at the same time, 
then executing them all at once. 


Will it work? I’m both hopeful and 
not, as everything shown off about 
Star Rush so far looks promising - but 
the fact that Nintendo seems to have 
tried to brush Nd Cube's involvement 
under the rug has left me trepidatious. 
There's also quite a few unanswered 
questions hovering over this sequel, as 
well, like what multiplayer options it 
will offer. Since it's a 3DS title and 
getting a four-way game going will be 
more complex than sitting four friends 
down on the same couch, we need to 
know if Download Play or online multi- 
player will be in the mix! 

We'll snag the final game soon and 
get you a review next time! - LUCAS 


NINTENDO 
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SOUP-ER MARIO? 


If you want to be even more discouraged 
about the effort being invested in the 
creation of Mario Party: Star Rush, look no 
further than the five-minute Photoshop 
job that is its official boxart! Yes, for 
whatever reason, Nintendo decided not to 
create any new artwork for Star Rush's 
box, but rather repurposed existing 
renders of Mario, Luigi, Toad and Princess 
Peach that have been in use for the past 
couple of years on cans of SpaghettiOs. 
We're not making this up! You can go to 
your nearest supermarket and likely see 
the evidence for yourself – the can seen 
here was purchased and photographed by 
yours truly just for this issue. (And then I 
ate its contents for lunch. Yum!) 


omiibo 


NINTENDO RDS. 
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Пу МИЧ ЧИНИИ 
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When everything old is made new 
again, you can bet that opinions are 
going to be divided! From beloved 
game franchises deviating from their 
usual norms to explore new territory 


to Kickstarted attempts to bring a 
dead robot back to life, there are 
several "fresh coats of paint" being 
applied in the industry today that 
have fans taking sides - including the 
NF staff! So let's talk it out! 
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This series! most recent sequels have diverged from 
what its first games once were. ls fan rage justified? 


DAVID: Of all the games to talk about having "a 
fresh coat of paint," leave it to this series to take 
it the post literally. 


BRETT: | think it just comes from playing too 
much Splatoon. 


DAVID: I'm trying to think of how to put this. 
How does "Sticker Star dragged everything I 
loved about the Paper Mario series up to that 
point out back into an alley and brutally 
murdered it" sound? Too delicate? 


BRETT: Oof. People said similar things when 
Super Paper Mario ditched the battle sequences 
altogether and focused more on traditional plat- 
forming. That game had a great story though, 
whereas Sticker Star is debatable on the story 
front. Color Splash seems to have more of a story 
element, but really, nobody really knows because 
nobody outside of the Treehouse has played it! 


DAVID: There are many other factors involved in 
why people love the earlier Paper Marios. For 
me, I love the world and characters that inhabit 
it, along with all of the zany humor that they 
bring. Sticker Star pretty much eradicated all of 
that by stripping away everything that made that 
world unique and enjoyable - literally seeking to 
take the story out of an RPG! Even Super Paper 
Mario managed to keep the world and characters 
right, despite getting a bit chatty. 

| mean, they silenced Bowser. One of the most 
enjoyable parts of the series, and they effectively 
neutered it. And while they talk about how char- 
acters in Color Splash will be unique through 
dialect or whatever, it's a token gesture; what 
they've done is akin to removing Hefty, Jokey, 
Brainy, Papa and Smurfette from the Smurfs, 
leaving nothing but the generic ones behind. No 
one would ever think that was right. 

While it's true that only those in the Treehouse 
have actually played Color Splash, what Nintendo 
has shown us has not been especially promising. 
There is some improvement, but it's baby steps. 


For how many more games must we wait for 
them to rebuild what was eliminated in one fell 
swoop? 


BRETT: I'm just tired of the entitled folks on the 
Internet reacting so poorly before they know the 
whole picture. It could be a vocal minority, but 
they're so vocal and unwilling to try anything 
outside of what they think something should be. 
Perhaps the developers' idea for Sticker Star, 
whatever it was, would have been better for a 
new IP, and maybe people were just too burned 
by it to have hope for this one. People were 
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This telling comparison has been making the rounds on social media. 


poised to be upset, which is unfair to this game, 
whatever it ends up being. Should all games 
strive to simply be exactly what was successful 
before it? Then we get the same jaded crew 
saying Nintendo is "milking" their franchise as we 
get more of the same. I thought we all loved 
Nintendo for its innovation! We have to allow 
them to fall occasionally so that great mega-hits 
can happen. When seeing new footage of a game, 
people should only decide whether they are 
excited to see it, not excited, or wait to be 
excited. Judging an entire game, starting peti- 
tions or spewing bile on the Internet are not 


healthy reactions before a game is actually 
released. Keep an open mind and wait for some 
reviews! 


DAVID: While 1 can appreciate wanting people to 
try the game before dismissing it as bad, part of 
the responsibility lies on Nintendo's shoulders to 
put their best foot forward, and they haven't 
really done that here. The announcement of the 
game came off as more of an afterthought during 
a Nintendo Direct compared to every Paper Mario 
game prior, and there's very little to reassure 
anyone burned by Sticker Star that Color Splash 
won't just fall into more of the same traps. 

As a fan of personality-rich past sidekicks like 
Goombario and Kooper, I've been shown nothing 
to indicate that Huey isn't just Kersti 2.0, and she 
was not a great substitute. And again, we've seen 
what passes for characterization in Color Splash. 
While Morton's appearance gives me hope for 
Bowser's portrayal, they haven't shown us any 
Toads who don't look like they came out of a 
parallel world version of George Orwell's 1984. 

Speaking personally, Paper Mario used to be a 
series | held very close and very dear, so | can 
understand if people – perhaps unrealistically — 
are desperate to try to get Nintendo to do an 
about-face with the game before release. No one 
likes seeing a franchise they love spiral further 
and further away from what made them love it in 
the first place. It's possible to innovate on top of 
what made a game great, rather than in place of. 


BRETT: Marketing for anything non-Zelda has 
been an awkward affair lately, so I'll agree to 
that. | also remember Nintendo defending Sticker 
Star rather meekly, so | hope they heard fans this 
time and what they showed off for Color Splash 
at E3 was mainly tutorial stuff, and we can hope 
to see much more out of this game than what's 
been shown so far. In the meantime, maybe we 
could start asking Square Enix for a real Super 
Mario RPG 2! Just be nice and respectful people! 


DAVID: As much as 1 would love to see a succes- 
sor to Super Mario RPG, Paper Mario had a 
certain appeal that I feel went above and beyond 
Square Enix's effort. Whatever happens here, I 
just hope that next time will have the developers 
bring us back to the RPG scene while still finding 
ways to innovate in other areas. The paint idea is 
cool, but I think it could still work in a classic 
Paper Mario-style game, too. 
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JONATHAN: As of this writing, the E3 2015 
debut trailer for Metroid Prime: Federation Force 
has 10,000 likes - and 88,000 dislikes - оп 
YouTube. The fans have spoken, and the message 
is clear: the concept of Metroid Prime: Federation 
Force is inherently flawed. It's the same reason 
vegan pizza and dehydrated water never took off. 
Any game that tries to appeal to two groups with 
polar opposite interests is almost guaranteed to 
eave the majority dissatisfied. A co-op FPS about 
super-deformed space marines who sometimes 
play a clunky cross between Rock 'Em Sock 'Em 
Robots and traditional soccer is pretty much as 
far from the core Metroid concept as you can get. 
If Nintendo had utilized a fraction of their 
Federation Force development budget to produce 
a simple, single-player action/exploration game 
about Samus growing up among the Chozo, or 
her life after being transfused with Metroid DNA, 
hey could have gained both the goodwill and 
profits needed to wash away the bad taste that 
Other M left in the gaming community's mouth. 
ust ask the developers of AM2R (detailed on 
Page 80) or Axiom Verge (interviewed on Page 
61). They know from experience that if you give 
Metroid fans what they want, they're more than 
happy to reward you with sales, praise and 
loyalty. But no, Nintendo went ahead with pub- 
lishing Metroid Prime: Federation Force instead, 
a game that strays even farther from the core 
aspects of the great Metroid titles of old than 
Other M did, further spurring the sorrow of fans 
who already feel abused and abandoned. 

The fact that Samus has been playable in more 
Smash Bros. games than Metroid games over the 
past 10 years should be a sign to Nintendo that 
they're doing something wrong. 


LINDSEY: Good points, sir! However, I for one 
remain entirely on the Federation Force Hype 
Train. Sure, the passengers only consist of me 
and a couple of confused latecomers who wrote 
on the Blast Ball sign-up sheet posted at the 
station, but we're a dedicated bunch! 

I mean sure, we haven't had a proper 2D 
Metroid game since Metroid: Zero Mission, and 
sure, the series is normally all about exploring 
creepy alien environments in isolation, and sure, 
the games pride themselves on atmosphere 
instead of multiplayer wackiness, but consider 
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Metroid Prime: 
Federation Force = _- 
а 


It's the most-disliked game Nintendo's ever debuted 
at any E3. But have fans just overreacted to it? 


this: Cute Cartoon Ridley. Boom! Sold! 

| also have that Metroid itch, but don’t worry! 
With games like Xeodrifter and Axiom Verge out 
there, there's a lot to keep us Metroid fans busy. 


JONATHAN: Are you saying that if Nintendo has 
stopped making traditional Metroid games for 
the time being, that might give indie developers 
like Jools Watsham (creator of Xeodrifter) and 
Tom Happ (creator of Axiom Verge) the opportu- 
nity to try to pick up the slack with their own 
original Metroid-inspired titles? Whoa! Next you'll 


be saying that if Nintendo were to ever stop pub- 
lishing their own game magazines, that a group 
of enthusiastic fans could try to step in and fill 
the void with their own bi-monthly periodical. 
Even a hopeless dreamer like you must know that 
would only end in tears! 

The hard reality is, Francis from Super Paper 
Mario was right. Many people love going on 
message boards and complaining about games 
they've never played. For them, complaining 
about video games on the Internet is a game 
unto itself – a text adventure where they "win" 
every time they convince themselves that their 
opinions are right and everyone else's are wrong. 
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Believing that they know the Metroid series 
better than Nintendo themselves feels like such a 
victory for them. I'm not sure they'd ever let that 
victory go, even if it means missing out on a per- 
fectly fun multiplayer adventure game in the 
process. 

The other big reason some fans pre-hate 
Federation Force is fear. On one hand, they're 
afraid that if the game does well, that every 
Metroid game from here on out will be a co-op 
adventure about no-name space marines. On the 
other hand, they're afraid that if the game does 
poorly, that may be the final nail in the coffin for 
the franchise. In that way, Federation Force is 
really just a innocent bystander, caught in the 
crossfire between Nintendo and Metroid fans 
who feel like they have to fight to keep Samus 
alive. 


LINDSEY: I think you might be right about the 
fear, and it makes a lot of sense! But still, folks 
should just sit back and enjoy the ride. That ride, 
of course, including adorable little dot-eyed 
Metroids. 

Would | prefer a true new Metroid title? Of 
course. But this simply is what it is: a multiplayer 
game that happens to have a Metroid theme to it. 
To me, it would be like if everyone petitioned 
against the release of Four Swords Adventures 
for not being like usual Zelda games. Four Swords 
Adventures is multiplayer, has no open-world 
exploration and has a ton of silly little mini- 
games. It hardly has anything to do with the main 
series at all. Despite all this, it was a pretty fun 
ride! I fondly remember being a member of the 
most inept group of idiotic heroes, exploding 
each other with bombs, tossing each other into 
pits, arguing over whose turn it was to hit the 
boss and somehow scraping together enough 
brain cells between us to finally team up and 
wreck Vaati's day. Fun times! 

That's what I think of when I see Federation 
Force. Sure, it's not the Metroid game we've all 
been waiting for. But Nintendo has a pretty good 
track record when it comes to multiplayer fun, so 
I'm not going to write it off just yet. Especially 
since the title alone (bringing back the "Prime" 
part of the series) means we won't be subjected 
to more of Other М... hope. 
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Comcept pitched it as the new replacement for 


Mega Man. Did it succeed, or stumble too severely? 


JONATHAN: There is no excuse for a game with 
Mighty No. 9's relatively small size - over three 
years of development time and over $4,000,000 
in crowdfunding - to have this many technical 
failings. The fact that Inti Creates was able to 
develop and release not one, but two games 
(Azure Striker Gunvolt 1 and 2) that are about as 
big and play about the same as Mighty No. 9, in 
the same three years that Mighty No. 9 was in 
development, is nothing short of an embarrass- 
ment. Sure, fan expectations for Mighty No. 9 
may have been unrealistic, but that doesn't 
change the fact that the team at Comcept didn't 
even come close to delivering their best work 
here. They knew the world's Mega Man fans were 
intensely angry at Capcom for abandoning the 
franchise, so they took the opportunity to spin 
that anger into gold - but after playing Mighty 
No. 9, it’s hard to believe that all that gold went 
back into making the game. Multiple sources 
have reported that only about a fourth of the 
$4,000,000 went into actual game development. 

During a livestream celebrating the game's 
launch, Comcept founder Keiji Inafune's transla- 
tor responded to widespread cries of disappoint- 
ment with Mighty No. 9 by shrugging and saying 
that the game was "better than nothing." I beg to 
differ. The Mighty No. 9 Kickstarter has become a 
laughing stock for casual onlookers, a source of 
genuine angst for backers, an indelible black 
mark on the career of everyone currently at 
Comcept and a blow against all games that may 
seek crowdfunding in the future. People used to 
have faith that a game on Kickstarter with experi- 
enced talent and a solid concept behind it was 
worth taking a risk on. Mighty No. 9 has single- 
handedly killed that faith for many. In that way, it 
may be one of the most damaging failures in the 
history of the game industry. 


BRETT: Kickstarter projects have gone a lot 
worse than Mighty No. 9. We got a finished 
product, with all the extras promised and all of 
the physical rewards. I think much of the ire 
came before release of the game, and stems from 
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the delays - and from that absolutely unfathom- 
ably stupid promo video they sent out. You know 
the one. "Anime fans on prom night?" Really? 
After that, all the excitement seemed to turn 
to vitriol. People unfairly started mocking the 
game, the concept and generally everything they 
saw in the trailer. Developers must grow tired of 
Internet trolls taking mere seconds to destroy 
work they've spent years on. Once released, 
people started nitpicking every little design 
decision. While the project may have inevitably 
drawn more scrutiny because it was a new devel- 


oper, crowdfunded and touted itself as a Mega 
Man replacement, the hostility seemed unneces- 
sarily harsh. 

Actually playing the game brings a lot of great 
new moments - and callbacks to the past — which 
is exactly what I was wanting. The bosses are 
amazingly varied and their personalities are a 
welcome addition, rather than them just being 
flat obstacles. The dashing gameplay is a combo 
of the classic Mega Man and X series' mechanics, 
and is surprising and fresh. Instead of just col- 
lecting power from the bosses, Beck can gather 
power from anything. While it is obviously remi- 
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niscent of the Blue Bomber, | was happy with how 
fresh it all felt. The challenge was also certainly 
there, and the trial-and-error combined with 
memorization for success is a formula that 
Inafune excels at. While he may not be the best 
PR guy, he is right in essentially saying that he 
has no competition from Capcom in the genre. 


JONATHAN: I'm calling foul on you, Brett. It's 
not fair to say that Comcept has no competition 
from Capcom when it comes to 2D platformers, 
because Capcom hasn't even competed in that 
genre since Strider in 2014. It's like if you said 
that Donald Trump has better hair than me. I 
don't have hair any more, Brett, and | don't think 
it's very sportsmanlike of you to point that out 
in front of all these nice people. 

It would be more fair to compare Mighty No. 9 
to Shovel Knight, another game in the genre that 
was funded on Kickstarter. | think it's clear which 
of the two made better use of its budget. The fact 
is, Comcept could have made two or three 
awesome Mega Man 2-caliber games with their 
millions, but instead, they made one 2.5D plat- 
former that did just as much wrong as it did right. 
| don't think we, as a nation of Mega Man fans, 
should be willing to settle for that. 

With Mighty No. 9, Inafune promised to make 
Mega Man great again. Can you honestly say that 
you think he made good on that promise? 


BRETT: Yes, you are bald and, yes, there have 
been other platformers, but I'm seeing Mighty 
Ко. 9 exactly as it is: a stepping stone to some- 
thing more. Inafune obviously stepped into all 
roles when starting Comcept, when he was tradi- 
tionally only in charge of one or two before. This 
was a learning curve game, and it's no reason to 
dismiss Mighty No. 9 as a potential series or 
Comcept as a company. In regards to the funds, 
they most likely went to fund the folks working 
QA on several of the features that were maybe 
too ambitious for the project. 

While they did sort of back themselves into a 
corner saying it's a replacement Mega Man, we 
need to start thinking of it as a truly new IP, with 
the hurdles and growing pains inherent to any 
"indie" project. The game isn't perfect by any 
means, but it is fun and worth a try. Comcept's 
experiment was only a partial success, but now 
they go back to the board with renewed vigor, 
and they have plenty of projects to pick from... 
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CHRIS: I'll kick this off by saying "What was Nd 
Cube thinking with the car in Mario Party 9?" One 
of the best things about the Mario Party series 
was its element of autonomy - you could grab 
your own items, go your own way and kind of do 
your own thing, but by the end of each round, 
everyone was held together by the bond of the 
minigames. It was a formula that worked for 
eight previous iterations, and | can't blame them 
for shaking things up, but not like this. And, to 
top things off, they brought it back for 10! 

For those of you who aren't in the know, "the 
car," as it's colloquially known, is a mechanic that 
forces every player to move together at the same 
time. So each person rolls, and no matter what, 
you have to move with the group. 

What's your take on the car, and the modern 
state of Mario Party in general, David? 


DAVID: To be honest, I don't mind the car. The 
regular game style, perhaps true to its board 
game roots, was kind of meandering and really 
took a while to get through. And that's OK - if 
you have time for it. 

The car, on the other hand, tends to streamline 
things a bit. Rather than wandering and overlap- 
ping yourself on a massive, open game board 
(where you might not even be able to interact 
with other players except during minigames), the 
car-style gameplay feels leaner, tighter and more 
objective-based. 

unless I just have a long time to spend on a 
single board, ! prefer the car gameplay. It keeps 
everyone together so you can interact more and 
in different ways than the more traditional style. 
Sure, there are typically options you can set for 
how many rounds and such a game can go, but I 
feel like those are less satisfying if they're made 
too short. The car strikes a nice balance. 

Personally, | think there's room for both styles 
of gameplay (and | also love the Monopoly-esque 
Fortune Street on Wii for those really long 
sessions), though I don't think the amiibo-fication 
of the classic style in 10 worked quite as well. 


CHRIS: That does make sense, and a lot of the 
new linear maps in Mario Party 9 and 10 were 
custom-tailored for shorter games. But there was 
something special about playing the old way for 
sometimes hours on end, yelling at each other by 
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Mario Party 


It used to be a virtual board game series - then they 
put every player together in a car. What gives? 


the conclusion. Or maybe you're right! 

I think the series already does а lot of stream- 
lining, and that the car is too much, though I do 
frequently encounter people who like it. It seems 
to have divided the community in a way no other 
mechanic has (even the microphone on the 
GameCube that you had to shout into was more 
acceptable), which isn't really a good thing in my 
book. 

It's interesting that they'd depart from the car 
style with Mario Party: Star Rush just like they 


did with Island Tour. Is the portable series 
becoming a respite for an old Mario Party 
dinosaur like me? 


DAVID: | agree that a full departure from the 
series' norm isn't the way to go, as I think there's 
value there for people who like to play the long 
game, so to speak. Those who are really going to 
pour a lot of time and apply a lot of strategy into 
working their way around longer, more intertwin- 
ing maps should be able to do so. 

As for portable – gosh, if rumors of what the 
NX will bring to the table are true, | hope not! 


3 


6 CHRIS VS. DAVID 


Then again, maybe it will combine the home and 
away versions, and isn't that just what we need 
here? 


CHRIS: You got me thinking - | don't know if 
anyone, Nintendo included, knows what they 
want to do with this series. On one hand you have 
an aging fanbase who might have grown out of 
Mario Party, and on the other, you have a brand- 
new audience that wants something fresh. But in 
trying to do that (mostly with the car), they alien- 
ated some of those original fans. 

It's a tough call, because Nintendo usually 
doesn't have an issue keeping their franchises 
relevant for decades on end (though the case 
could be argued that mainline Metroids, F-Zeros 
and now possibly Star Fox are in danger of being 
irrelevant). Is it time to just hang up the Mario 
Party franchise and maybe focus on reinventing 
it from the ground up? Maybe Nintendo can work 
with Square Enix again on another Fortune 
Street! Or, you could pitch them your NX idea 
directly - | would actually be interested in that. 


DAVID: That's often Nintendo in a nutshell, 
though, isn't it? Like when fans didn't quite take 
to the new control scheme for Star Fox Zero, and 
they delayed the game so they could double 
down on it, leading to a game that is divisive if 
nothing else. 

Maybe Wii Party was meant to take up the 
torch from traditional Mario Partying, allowing 
that franchise to go in new directions? Their col- 
laboration with Square Enix on Fortune Street 
seems like it might have been another effort to 
keep those interested in longer games happy, 
while branching Mario Party off into new and 
experimental directions. 

Trying to keep everyone happy is a bit of a 
juggling act, but one that Nintendo is uniquely 
suited to with all of their IP. At the same time, 
their ability to actually do so tends to get called 
into question, because as great as some of those 
alternatives are, some players don't want to 
party with Miis and they don't want Mario-ified 
Monopoly - they just want what they love and 
more of it. Compromise seems like the best 
course, yet one that Nintendo is often strangely 
resistant to — even at their 
own expense. 


The Mini NES 


Is Nintendos reveal of a tiny version of the original 
NES console a cause for celebration or concern? 


BRETT: The new mini NES looks amazing, simply 
from a collecting standpoint. Sure, | have a func- 
tional NES. | even have one mint in the package. 
Sure, | have all these games and have beaten 
most of them. I’ve even bought them again on 
Virtual Console! But the coolness factor of having 
Nintendo release an official box that looks 
amazing is worth my support. Besides, if they see 
sales success with this release, perhaps all of 
their consoles will be miniaturized! 


LUCAS: Oh, I’ve got no doubt that they'll see 
great sales success with this release — but it'll 
probably be too great! Nintendo hasn't done a 
very good job of meeting the demand for many of 
their special/limited edition products over the 
past couple of years, and | worry that for every 
fan who gets to wrap up a mini NES and put it 
under the Christmas tree this year, there will be 
five more who miss out on being able to buy one 
and just end up frustrated. 


BRETT: Perhaps they got a better idea of just 
how many rabid collector fans they truly have 
through the amiibo debacle, even among allega- 
tions that they create artificial demand by 
holding back stock. I’ve also lived through plenty 
of limited edition items. Lately, though, it's felt 
more like they've underestimated demand and 
scrambled to get production to adequate levels. I 
just truly enjoy that they're exploring other 
outlets for their games and characters. 


LUCAS: It is a totally new way for them to 
present their legacy titles, for sure. The Virtual 
Console was introduced with the Wii, which 
means it, as a service, will turn 10 years old right 
around the time this new mini NES hits its street 
date in November. Over this past decade, there's 
been a lot of debate about selection and pricing 
with VC releases. Are they charging too much for 
each game? Not enough? Why aren't some 
classics available, while games like the arcade 
Mario Bros. get re-re-re-released for the 34th 
time? 


For selection, the mini NES and the Virtual 
Console are on equal footing - all 30 of the 


games picked for this tiny new machine have pre- 


viously been made available through the VC 
service. But the mini NES is locked in with the 30 
games it's getting, as there's no way to add more 
- it can't link up to the eShop to download more, 
and the Chamber Lid won't flip open to reveal 
any spot to plug in extra tiny cartridges (that 
would have been really impractical, of course, 
but totally cool). | recognize adding Internet con- 
nection capability to this little holiday gift item 
would have driven up its price, but I still think 


Nintendo might be missing a chance to score 
more sales from people who buy it, love it and 
wish they could expand on its locked-down 
library. What say you, oh collector of so many 
things? 


BRETT: This may open the door for a line of 
consoles. NES Version 2 could house another 30 
remarkable titles! They obviously worked well 
with other developers to get titles on this box, 
and all behind the scenes with no leaks. It may 
raise a few questions about pricing, but in the 
end their titles will always be marketable. If it 
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makes more money for Nintendo so 
they can make better titles and keep making 
hardware, then I’m down. 


LUCAS: NES Version 2, with 30 other NES 
games? You're nuts. People would go ballistic 
about why they just weren't included with this 
first mini NES and we'd have to have a whole 
"nother debate about Nintendo milking the idea 
too much with just its second release! 

I think this release opening the door for a 
whole line of mini Nintendo consoles is a valid 
expectation, though, as people are already sali- 
vating at the thought of a mini SNES with that 
system's masterpieces all loaded up in one little 
grey box. Or a mini N64 that would give a resolu- 
tion bump to that era's titles (though the existing 
N64 Virtual Console selection is pretty thin, so it 
might be hard to get a whole set of 30 titles for 
that one). Or how about a mini Game Boy? With 
everyone so addicted to mobile gaming these 
days, it could be a prime time for Nintendo to 
remind everyone about how they first made 
millions catch Tetris fever 27 years ago. 

My worry is how this potential new product 
line would co-exist with Nintendo's NX. It's fine 
for this holiday season, as there's no conflict yet 
- but will Holiday 2017 have Nintendo fighting 
against themselves, with the NX going up against 
a mini SNES? And what about the Virtual Console, 
going forward? Now that the mini NES is effec- 
tively lowering these legacy titles' prices to two 
bucks apiece, will standalone eShop purchases of 
the same games finally get discounted as well? 


BRETT: Yes, I'm nuts. We all know this. More, 
more, more! I'd definitely buy a mini Game Boy, 
or a Game Boy app/mobile Virtual Console! The 
more presence Nintendo has at retail the better. 
If they have a line of mini consoles alongside 
their NX, I can't see it ultimately harming them, 
as they don't compete directly with each other. 

Quality is paramount to the success of this 
thing and any other iterations moving forward, 
and Nintendo hasn't said whether they're running 
an emulator or if they built a mini OS for it. I 
can't imagine them skimping in this area though 
— even at the $60 price point, they need to 
capture the original experience 1:1. As for the VC 
moving forward, something needed to change 
anyway, and maybe this is the catalyst that will 
finally have them rethinking how they present 
their legacy material. Win-win. 
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REBECCA: I finally jumped оп the amiibo figure 
bandwagon a few months ago (purely for work- 
related purposes - my review of Style Savvy: 
Fashion Forward is on Page 76). | was able to 
grab some of the more widely available amiibo 
that 1 needed right away in brick-and-mortar 
stores, but I had no luck with others. Lucina? 
Missing in battle. Samus? Turned into a Morph 
Ball and rolled away. Wii Fit Trainer? Skipping not 
only leg day, but entire body day. But hey, there's 
Tom Nook, everyone's favorite tanuki loan shark, 
and there's 20 of him on clearance, and a whole 
bunch of Animal Crossing cards! 

| feel as if Nintendo made a serious mistake 
when they decided to agressively market the 
Animal Crossing amiibo series over re-releasing 
some of the rarer Smash series figures - some 
of which I’ve found online for almost double their 
MSRP. ГП admit, I've dropped upwards of $100 on 
various collectibles, but paying almost $30 for 
just one figure that is designed to interact with a 
handful of video games makes me feel as if I'm 
dealing with a scalper. 


LUCAS: I don't think Nintendo's push with the 
Animal Crossing amiibo series was а bad idea – 
but the timing of it most definitely was. They 
pushed Tom Nook and Digby and Isabelle (and 
another Isabelle, wearing a slightly different 
outfit) out the door, and I feel like fans would 
have snatched them up by the bucketful . . . if 
they'd been launched alongside a truly worth- 
while new Animal Crossing game. Animal 
Crossing: amiibo Festival was just too shallow of 
a game design to be the company's first totally 
amiibo-reliant title, and Animal Crossing: Happy 
Home Designer, while more successful in what it 
set out to do, still faltered simply for not being 
the traditional, normal Animal Crossing series 
sequel that everyone was expecting would 
appear at the end of last year. | think it demon- 
strates how connected the figures are to the 
games with which they're compatible — sure, tons 
of people got swept up into the obsession of col- 
lecting every last one in the Smash series, and 
probably plenty of folks never used those figures 
for their intended in-game purpose. But tapping 
in a Greninja to train up as a Smash fighter is a 
lot cooler than tapping in a random dog, cat or 
hippo to design a house for them. 
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amiibo 


20155 collecting craze has cooled off in 2016. But 
how should Nintendo handle figures in the future? 


But faults of the past aside, what can Nintendo 
do differently in the future to handle the amiibo 
brand better? We're in this weird realm of silence 
where Nintendo's not really doing much with 
amiibo except repainting a few – maybe gun-shy 
after the glut of extra Animal Crossing characters 
left unsold around the world. I feel like they must 
be planning a fresh direction behind the scenes. 
But what should that fresh direction be? 


REBECCA: | don't think repaints are the fresh 
coat of paint Nintendo needs right now. Resculpts 


| understand, as long as they function the same 
way as the originals, but why release a repainted 
version of a character that people may already 
own when you can just re-release the original 
version? The Splatoon repaints are apparently 
not selling well at all in Japan, even with 
Splatoon's immense popularity over there, and 
after releasing Callie and Marie it would've made 
more sense for them to do more of the Inkopolis 
characters. (Well, Spyke probably wouldn't make 
a good a children's toy without a new hairdo, 
ouch!) And don't get me started about the gold- 
and silver-painted Mario and Mega Man - I get 


the idea that they're supposed to be "special," 
but all that's special about them is their price on 
the secondary market. And what's to stop an 
unscrupulous online seller with a couple cans of 
metallic Krylon? 


LUCAS: See, it's the resculpts I'm more confused 
by - the recent Kirby line of four figures had only 
one new character in the bunch: Waddle Dee. The 
other three – Kirby, King Dedede and Meta Knight 
- had all already been amiibo-fied in the Smash 
series. If they're going to make new amiibo, I 
think they need to be doing new characters! 

1 guess launching the figures with Smash Bros. 
was both a blessing and a curse, because all of 
Nintendo's biggest all-stars got represented in 
that figure line and the amiibo craze was huge 
while it lasted, but now they've exhausted the 
roster and don't have many heavy hitters left to 
roll out. (Aside from Waluigi, of course!) 

Of course, the Smash line isn't really done yet 
- another oddity in all this is that the promised 
amiibo versions of Corrin, Bayonetta and Cloud 
have yet to materialize. | wonder if they're being 
held back to coincide with the rumored Smash NX 
port? 


REBECCA: When's the last time you saw a 
Smash version of King Dedede or Meta Knight – 
or Rosalina for that matter - being sold for its 
exact suggested retail price? It's another chance 
to own a character you missed out on, and some- 
times the resculpts look nicer than the originals. 


LUCAS: True, true. Maybe resculpts are their 
alternative to restocks; rather than order a new 
production run of the Smash versions of Kirby, 
Meta Knight and Dedede, they could instead just 
make new versions of the same characters and 
promote them as an all-new product line. If that's 
their train of thought, then I imagine we'll be 
seeing even more versions of Mario and Link and 
the rest of Nintendo's biggest mascots in the 
months and years to come. 

There have certainly been some frustrations 
surrounding amiibo to this point, but I think we 
may be in the calm before the storm right now – 
because Pokémon amiibo must surely be in the 
works by now. Prepare your 
wallets once again! 


The Legend of Zelda: 
Skyward Sword 


It’s been five years since Zelda’s last console sequel, 
and its motion controls are still in question! 


CHRIS: I’m in love with the Wii U GamePad. Not 
just because it’s a great controller, but because it 
moved away from motion controls! Look, | know 
that Nintendo moved past the "waggle" mentality 
of old, and into something that started to show 
signs of greatness. I'm talking of course about 
MotionPlus, the accessory that allowed Mr. 
Miyamoto to finally realize his vision and "swing 
a sword just like you would in real life." And The 
Legend of Zelda: Skyward Sword was the culmi- 
nation of that vision. It’s just a shame that the 
team had to shoehorn it into everything else! 

Swordplay? | love it to death. Sometimes | feel 
the urge to boot up Skyward Sword just to wack a 
few Bokoblins across the face. Boss fights felt 
deeper too, as you had to actually aim your 
sword, a concept that hadn't really been done 
before. When fighting normal armored enemies, 
it gave a real weight to combat. It was just great. 

Yet, 1 don't understand the justification for 
everything else. Why is it tied to flight? Bomb 
rolling? Swimming? And the most useless of all: 
shimmying across vines and ledges? I just don't 
get it, and that, among a few other things, keeps 
me from replaying Skyward Sword as much as I 
want to. 


NEAL: I'll admit that Skyward Sword suffers a 
little bit from being an all-encompassing motion 
control experience, but I'll stand by some of the 
motion-controlled concepts allowing for greater 
creativity in puzzle solving and combat. Take the 
bomb rolling, for example: You could apply all 
sorts of crazy spin on it, taking your five years of 
Wii Sports Bowling experience to the next level in 
a Zelda game. That's why I love Skyward Sword's 
motion controls - warts and all - because they 
took what Nintendo introduced to the world with 
the Wii and put it all together in an epic Zelda 
game. Skyward Sword is an elegant (and maybe a 
little bloated) combination of Twilight Princess 
and Wii Sports Resort, with its swordplay, 
archery, bowling and more. 

The shimmying is terrible, though. I'm just 
glad that was really only used in one dungeon. 
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THOR: Nintendo enjoys incorporating new ideas 
into their products, with varying results. Dual 
screens on a handheld? Awesome! Headache- 
inducing 3D with only red visuals? No thank you! I 
can see each of your points in favor of motion 
controls, but this was just something I felt was a 
misstep, especially to the degree with which the 
motion controls were made a part of the game. I 
found nearly every aspect of the controls just 
unwieldy and in some places flat-out frustrating. 
Trying to commit to a forward stab or even swing 
my sword in the direction | wanted it to go at 
critically important times seemed to escape me. 


Others may (and have) enjoyed this, but it just 
wasn't for me. Maybe I'm just too much of a 
gaming geezer, but | would have rather had an 
alternate option to play more similarly to Twilight 
Princess or Wind Waker, as unlikely as that might 
have been. 


NEAL: Skyward Sword's divisiveness came to 
mind when Star Fox Zero came out, and I think 
they're both representative of Nintendo shoe- 
horning a vision into reality. | loved Skyward 
Sword's controls and enjoyed Star Fox Zero's, but 
Clearly that's not the popular opinion for either. 
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CHRIS: Yeah, that's a good point, Neal. 
Everything from the Wii's launch onward kind of 
trained us for Skyward Sword, which is what 
makes me sad that we never really got anything 
meaningful with MotionPlus after that. I feel like 
they could have nailed it in another action/RPG 
and fixed all the dead zone issues involved. I'm 
totally with you on Star Fox Zero though! I didn't 
have nearly as many issues with those controls. 
And Thor, you brought back some bad memories 
of Phantom Hourglass, when they overdid it with 
a few of its gimmicks! But it's a great example of 
Nintendo constantly pushing the envelope. 


NEAL: | didn't like Phantom Hourglass’ controls 
much, but I thought Spirit Tracks made a lot of 
smart tweaks and changes to improve them. The 
absence of any kind of follow-up to the motion 
controls in Skyward Sword hurt a lot, but since 
that game got so delayed, it came out when 
motion controls were already old hat. 


ТНОВ: | can appreciate game-enhancing 
gimmicks that don't completely take over the 
experience, but it's important to know when to 
say "when." The difference between Spirit Tracks 
and Phantom Hourglass is a good example of 
that. | also enjoyed Spirit Tracks more than I did 
Phantom Hourglass due to its better use of the 
control scheme. Hopefully future installments will 
learn from this (and it looks like they have). 


CHRIS: | think that despite our feelings on 
Skyward Sword, we can all agree that Spirit 
Tracks was an improvement on its predecessor! 

I'm anxious to see if the NX brings any 
enhancements to Breath of the Wild's gameplay, 
though I am dubious, because I ultimately 
enjoyed the GameCube version of Twilight 
Princess more due to the fact that Nintendo 
didn't quite have a handle on motion controls yet. 
In other words, | can see a scenario where | 
prefer the simplicity of the Wii U version. 
Hopefully the NX edition of Zelda brings some- 
thing to the table that justifies its launch. 


THOR: As long as new gimmicks don't override 
the fun factor, "ЇЇ be totally on board with Link’s 
new adventure. From what we've seen so far, it 

looks like we're in for a wild ride either way! 
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Nintendo 


ENTERTAINMENT SwSsTEITI 


Most of the time we introduce the Retro section with a big, blown-up screenshot of some epic moment 

from a classic game of yesteryear - but this time around, we've actually got an all-new "retro" product to 

highlight! Nintendo's bringing 30 classic games from the 8-bit era back into the spotlight this holiday 

season with the release of the NES Classic Edition console: a miniaturized, fits-in-the-palm-of-your-hand 

take on the original Nintendo Entertainment System design first released in the United States in late 

1985. It’s been a long time since Nintendo last actively sold a console at retail with the NES branding, and 

you can bet that both nostalgic adults and curious kids alike will be trying to grab one of these tiny little 

NES CLASSIC EDITION consoles to plug up and play this November. This “mini NES" is more than just a nod to the past, though — 
NOVEMBER 11, 2016 it’s a continuation of a tradition of hardware remixes that’s gone on for decades. Turn the page for more! 


BEFORE & AFTER: NINTENDO'S 


The new "mini NES" is just the latest in a long line of Nintendo putting fresh coats of paint on older hardware! 


MOST OF OUR discussion surrounding "fresh coats 
of paint" has centered on software - how publishers 
have tried to make old brands and characters seem 
new again by changing their look or their style of 
gameplay in more modern sequels. But gamers 
deciding whether or not they're going to support any 
long-running brand's new direction is moot without 
the decision that precedes it – the decision of 
whether or not to support Nintendo's latest 
hardware! And you can be sure that the Big N knows 
how crucially important it is to get gamers to commit 
to a console or portable purchase. 


Whenever any new Nintendo system is launched, 
there's a reliable fanbase of Day 1 supporters who'll 
show up to stand in line and buy one without fail. But 
beyond those diehards, Nintendo's got to pull out all 
the stops to increase the install base among those 
who weren't convinced enough to attend some 
midnight launch event. AII kinds of sales and different 
hardware bundles appear in the years to follow, with 
the company swapping in different free games and 
other bonuses to try to influence purchasing deci- 
sions - all of them different coats of paint on the 
same product, from a certain point of view. 


NES 


The console that we know in the West as the Nintendo 
Entertainment System was, itself, a hardware 
revision! Japan's version of the 8-bit machine, called 
the Famicom, had looked a lot different. It launched 
there in 1983, and came complete with a red- 
accented color scheme and a pair of controllers that 
were permanently connected to the system. For the 
American market, Nintendo tested a couple of differ- 
ent ideas before settling on the grey box we know 
and love, as they determined something that looked 
mostly like a VCR would be accepted more readily by 
the home entertainment enthusiasts of the '80s. The 
controllers became removable too! (The better for 
Nintendo to sell extra ones, like the NES Max and NES 
Advantage.) Years later, the NES got a revised edition 
that loaded cartridges from the top and reshaped the 
controller to resemble a dogbone. If you snagged one 
of the top loaders, consider yourself lucky and wise! 


GAME BOY 


The original version of Nintendo's Game Boy was not 
an impressive piece of tech, even when it was 
released – competitors from other companies had 
full-color displays, while it made due with four shades 
of green. The limited palette kept its battery usage 
much more reasonable than those other systems, 
though, so it won the portable war in the end! The 
Game Boy sold continuously for over half a decade in 
its original configuration before Nintendo decided to 
freshen up its look with the Play it Loud! series, which 
simply changed the color of the system's casing (but 
didn't add color to the screen). Gamers loved it, 
though, as yellow and green and red handhelds 
began popping up on playgrounds. The next year, the 
Game Boy Pocket slimmed down the system and 
improved the screen tech. And then, finally, 1998 saw 
the release of the actual Game Boy Color. It was tech- 
nically an all-new system, though! 


But when sales and free pack-in games still don't 
do the trick, Nintendo's well known for going another 
step further - revising the hardware itself! Changing 
it up. Changing the look and style of the console unit, 
or the controller. Offering different colors for the 
plastic housing, even if nothing else about the system 
is altered - that's very nearly a literal fresh coat of 
paint solution! This holiday season's new mini NES 
console is just the latest in a long line of such revi- 
sions, as the practice has been in place for over 30 
years now. So let's take a look back at the most 
notable hardware revisions from over the years! 


SUPER NES 


Nintendo's second major home console mostly 
mirrored their first, when it comes to its cycle of 
hardware revisions. First, the 16-bit machine was 

introduced as the Super Famicom in Japan, bringing 
the world its new controller with new L and R triggers 
on the top edge and four face buttons instead of just 
two - all of them in different colors. When the system 
came to America, NOA decided to tone down the 
rainbow and use just two colors for the buttons, but 
the controller was otherwise unchanged. The system 
itself was totally different, though, with big blue 
Power and Reset sliders and a large central Eject 
button. Nintendo sought more late-generation sales 
in 1997 with another revision that many called the 
SNES Mini – it was the tiniest Big N hardware yet! No 
new colors of SNES were introduced, though, unless 
you count the natural yellowing of the plastic used for 
original run models. How has yours held up? 


NINTENDO 64 


Finally, when Nintendo came to the point of produc- 
ing their third home console for sale around the 
world, they decided to unify its design for the first 
time around the world - the Nintendo 64 that went 
on sale in Japan looked just like the N64 we got in the 
West, complete with four built-in controller ports on 
the front instead of just two. The standard N64 was a 
very dark grey, but as it aged and the ’90s came to an 
end, Nintendo sought to replicate the success they'd 
seen with the Play it Loud! line of differently colored 
Game Boys and started repainting the N64 in several 
different shades. Called the "Funtastic" color series, 
new hardware buyers could now pick from such 
options as "Grape," "Jungle" and "Fire" — and all of 
them were translucent! Special controller colors were 
in the mix as well, but no hardware revision to this 
point could trump 2000's Pikachu Edition of the N64, 
which included a plastic molding of the 'mon himself! 


GAME BOY ADVANCE 


Now here's the point where the differences start 
getting extreme. The original version of the Game 
Boy Advance arrived on store shelves in the middle of 
2001, and gamers who'd spent over a decade with the 
8-bit-ish older Game Boy were more than ready to 
move on to the new, SNES-like GBA. The first version 
was oriented horizontally and came in multiple color 
options from Day 1 - but its screen was notoriously 
dim, so fans started asking for a solution right away. 
Less than two years later, Nintendo totally changed 
up the portable with the Game Boy Advance SP, which 
had a backlit screen and a flipping, clamshell-like 
configuration. It was a superb revision, and Nintendo 
released lots of different versions of it, including a 
Classic NES Edition that's the closest past equivalent 
to the new mini NES we're getting. Then, at the end of 
its life cycle, the GBA got its well-loved Micro revision, 
a portable barely larger than its own cartridges! 


GAMECUBE 


Nintendo had two major hardware launches in 2001. 
The first was the Game Boy Advance, in June of that 
year, and just a few months later in November, the 
GameCube arrived to become the company's fourth 
home console. Like the GBA that preceded it, the 
Cube was sold in multiple colors from the start — you 
could pick up a black one on Day 1, or opt for the 
now-iconic purple option. It wasn't long before a 
silver color was also on sale, and Nintendo gave the 
Cube controller a wireless revision called the 
Wavebird that stoked sales a little further. The con- 
troller is really the part of the GameCube era that's 
done the best over the 15 years since its introduction, 
as players still love it, especially for Smash Bros.! So 
much so that Nintendo sold a new version just two 
years ago. Oh, and Japan got a weird, unique spin on 
the Cube from Panasonic, called the "Q." It combined 
the game hardware with a built-in DVD player! 


NINTENDO DS 


Show of hands, now - who among you jumped on 
board with the DS when it was first introduced? If you 
did, it means you were a proud owner of what's now 
affectionately referred to as the "DS Chunky," or the 
original, generously proportioned version of the DS 
hardware to make it to retail store shelves. (It 
actually wasn't the first version of the DS, because 
there was a fatter, rounder version Nintendo showed 
off at E3 prior to the product's launch.) Like the GBA, 
it was the second take on the DS that really took off — 
the slimmed-down DS Lite came along in 2006 and 
helped this little system soar to becoming the biggest 
portable of all time, sales-wise. As it aged, Nintendo 
rolled out another revision called the DSi that added 
a built-in camera and Internet connectivity with 
access to the company's first-ever digital shop. Then 
the DSi XL bulked up and re-chunk-ified the whole 
thing the year after that. Full circle! 


п 
We're getting close to present дау, now, so you тау 
not have too much trouble remembering the different 
ways Nintendo sold the Wii — except that a few of 
them were really subtle and unsung. The system was 
showcased in several different colors before its 
launch in November 2006, but only white made it to 
market for Day 1. It was years before another color 
was offered – probably because the Wii was such a 
massive sales success as it was that they didn't need 
to pull out the old repainting tricks to make a new 
play for more sales! (Different colors have mostly 
been seen through recolored Wii Remotes.) The first 
real revision of the system didn't come along until 
2011, when the Family Edition, sold in blue, removed 
the original version's GameCube compatibility to save 
on production costs. Then a further pared-down 
version called the Wii Mini dropped in 2012 (in 
Canada) - it removed all Internet connectivity! 


TENDO 9 x. 


NINTENDO IDS x. 


It’s been quite a ride, hasn’t it? We think of 
Nintendo only having sold about a dozen different 
home consoles and portables all together over the 
past 30 years, but factoring in all of the different 
colors, physical case shape changes and other revi- 
sions, there are many, many more pieces of hardware 
that have sat on store shelves at one time or another. 

And now there's another on the way! The NES 
Classic Edition will arrive on November 11, and we can 
likely expect great stacks of them to show up in 
places like toy stores, game shops and electronics 
retailers, because we've now reached the point where 
a full human generation has come and gone since the 
NES was first introduced in the West. The kids of the 
'80s are all adults now, many of them with kids of 
their own! And you can bet those new kids will be 
getting a lesson on old-school gaming from the old 
ones by way of the mini NES. 

It's likely just the beginning, though! As Brett 
brought up back in our debate, we're probably seeing 
in the mini NES the start of a new, nostalgia-driven 
product line from the Big N. Can we safely assume, 
then, that a mini SNES would be the next in line? 


NINTENDO 3DS 


Here in the modern era, Nintendo has so fully 
embraced the practice of hardware revisions that we 
now get a fresh coat of paint on current systems on 
an annual basis! The company's newest portable is 
the 3DS, which reinvisioned the dual-screen design of 
the older DS and gave the upper display some unique 
stereoscopic technology to allow for glasses-free 3D 
gameplay. It wasn't long before they were back at the 
drawing board, though, crafting a size-expanded 
edition that went on sale as the Nintendo 3DS XL the 
following year. The year after that? The 3D was cut 
out entirely when Nintendo debuted the 2DS, which 
looked like a thin wedge of cake. It held down the fort 
as the newest take for a while, until the New 
Nintendo 3DS and its XL version came along most 
recently - and the New 3DS' use of interchangeable 
faceplates lets owners of it give their handhelds their 
own visual makeovers whenever they want! 


Wii 
And so we arrive here at the Wii U, where the trend 
that's been going strong for over three decades 
straight has finally hit a break in the track. Unlike 
every other console before it, the Wii U has had no 
physical design changes made to its casing or con- 
troller since it was first introduced four years ago. It's 
possible that Nintendo could still introduce some- 
thing like a Wii U Mini as a different take on the 
machine, but it seems almost impossibly unlikely — 
the company is fully focused on the new NX system 
now and not wasting any more time trying to push 
more Wii U sales. Probably the biggest revision the 
Wii U got was a few years ago around the release of 
The Legend of Zelda: The Wind Waker HD, when a 
special version of the system was sold that added 
some Zelda series flair to the packed-in GamePad. 
But that's minor, minor stuff in comparison to some 
of the past changes we've just recounted! 


Just look at that glorious controller there, and 
think about how wonderful a self-contained, 30-game 
tiny SNES could be. Super Mario World, A Link to the 
Past, Super Metroid, the Donkey Kong Country 
games, Chrono Trigger and Final Fantasy III . . . all of 


them in HD together? I'm salivating at just the idea! 
And that's Nintendo's magic, right there. For some 
reason, fans like me just love the idea of buying the 
same old games and products again and again. So 
bring on more fresh coats of paint! - LUCAS © 


CHARACTER PROFILE 


It’s-a him, Mario! Well, kind of. He's certainly Mario, but not exactly the Mario. 
He's Paper Mario: the foldable, fluttering, physically featherweighted version 
of gaming's most famous hero who debuted 15 years ago as nothing more than 
a different visual take on the character, but who's since gone on to establish his 


FIRST APPEARANCE 


own unique sense of self. Let's celebrate this most flexible of the many Marios! PAPER MARIO (2001) 
When Nintendo decided to put a different His first adventure introduced him to the The Mario & Luigi series has remained 
visual spin on "Super Mario RPG 2," a world, but Paper Mario: The Thousand- solidly in RPG territory, and Paper Mario 


world of paper-thin characters was born! Year Door made him beloved by millions. crossed over there earlier this year. 


Will Paper Mario's series ever venture 
back into more pure RPG territory? Or 
how about just an HD re-release of The 
Thousand-Year Door? We can do that, 
right? Come on, Nintendo! 


re Ш 


Ши 


It may not be a Low Point from every Suddenly, Paper Mario was not an RPG Fans are wary of his next upcoming 
fan's point of view, but Super Paper Mario hero any longer, but rather the hero of adventure, though – worried that Color 
did mark a stark shift in this hero's series. choice to headline experimental games. Splash won't live up to the early games. 


Few video game heroes get to debut in games named We'll have to wait a few more months to see if Color Splash 
directly after them, but Paper Mario did, and he earned it. The "Paper" part of Paper Mario wasn't played up truly deserves to be listed here among Paper Mario's greatest 
This joyful RPG sent players spinning through a storybook too much in his debut adventure, but its sequel appearances, but we can already tell that the world he'll be 
take on the Mushroom Kingdom and had great turn-based had more fun with his origami nature by folding exploring is more of a match to his paperishness than ever 

battles that rewarded timed button presses. It was a hit! him up into paper airplanes and paper boats. before. It's absolutely, entirely papercraft-constructed! 


BY LUCAS M. THOMAS 
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BRICK BASHERS 
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DIFFERENT CUTS OF PAPER 


You wouldn't think that a 2D, paper-thin version of Mario would be all that difficult to design, 
but Nintendo has made modifications to his design in nearly every one of his appearances. 
His debut look wasn't all that paper-y, really - it was mostly just a different art style applied 
to normal Mario, and the "paper" part came into play through a few visual gags and the fact 
that he had no depth to him when he turned around. Beginning with The Thousand-Year 
Door, Paper Mario was presented not as one whole paper person, but rather a conglomera- 
tion of several different paper pieces - his feet, arms and body all moved independently 
from one another. Super Paper Mario and Sticker Star made tweaks to that concept (with the Е SO TOTALLY THIN, 
promotional art for Sticker Star making him look very paperish indeed), but earlier this year HE'S TWO-DIMENSIONAL! 
his style changed again for his guest appearance in Mario & Luigi: Paper Jam. There, a white 
outline was added around his entire body, and he was treated as being all one piece of paper 
again. That's the style that carries on into Color Splash, and is especially apparent when you 
comes across color-drained Toads - their blank bodies are all one sheet of paper, and not a 
scattering of a blank arm, a blank leg, etc. That would have been far too gruesome! 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


IN SEPTEMBER 1991, the 28th volume of Nintendo 
Power kicked off a new era for Nintendo fans in 
style. Adorning the cover was the highly anticipated 
16-bit debut of Mario, with 16 pages of maps, tips 
and information (plus unique artwork - see sidebar 
below) to herald the arrival of Super Mario World. 
Then 10 further pages were dedicated to a Super 
Nintendo Entertainment System preview, highlight- 
ing upcoming titles like Super Castlevania IV, 
SimCity and Final Fight. If that weren't enough, a 
comic-style illustration of F-Zero was featured on 
one half of the issue's poster, and a portion of Pak 
Watch looked further ahead to titles such as Darius 
Twin, Home Alone, Super Adventure Island and 
Wanderers from Ys, among others. 

But the arrival of the future didn't mean that 
here was time to ignore the present. While Nester 
had a less-than-excellent adventure in the previous 
month's Bill & Ted game, Star Wars, Smash T.V., 
Kickmaster and the oft-overlooked WURM showed 
hat there was still plenty of life left in the original 
NES, and Pak Watch's peek at the upcoming 
TaleSpin, Tom & Jerry, The Flintstones, The Addams 


Family, Terminator 2, Teenage Mutant Ninja Turtles 
I, Might & Magic, Bomberman II and Batman: 
Return of the Joker showed that much more was 
still to come. There was also space dedicated to Mr. 
Gimmick, an NES title which would sadly go unre- 
leased Stateside and become a highly sought-after 


title in more recent years. 

In the midst of all the home console action, 
Game Boy bridged the gap with the releases of 
Final Fantasy Adventure, Marble Madness and 
Тесто Bowl, as well as glimpses of Metroid 11, 
Monopoly and Shadow of the Ninja on the horizon. 
All the while, the Game Boy charts were once again 
topped by Super Mario Land, TMNT: Fall of the Foot 
Clan and Dr. Mario. The story was once again 
similar in the NES Top 30, where Super Mario Bros. 
3, TMNT II: The Arcade Game and Mega Man 3 took 
the three most prominent spots, and Battletoads 
made its Top 30 debut. 

Rounding out the issue was some mainstream 
media focus, with the Player's Poll offering to take 
winners to see American Gladiators live. Elsewhere, 
a most unique interview was conducted with none 
other than Bart Simpson, who teased his second 
NES game by relating his dream to skateboard 
down the Great Wall of China. 

Space was the place in Issue #29, as the cover 
boasted Star Trek, Metroid (see sidebar below) and 
F-Zero, along with Castlevania II for the Game Boy. 
But while the cover boldly went where no Star Trek 
game had gone before, it's F-Zero that came in first 
place - with 10 pages of information about the 
game's numerous tracks and four drivers. Nester 
kept the starbound shenanigans going with a 
Halloween strip themed around the recently 
released Star Wars NES game, and eight pages of 
the space age Shatterhand culminated on the back 
side of a stone age Flintstones poster for the now 
obscure NES game, The Rescue of Dino & Hoppy. 

Game Boy turned back time a bit for coverage of 
Castlevania 11: Belmont's Revenge, Bart Simpson's 

Escape from Camp Deadly, Track Meet and 

Monopoly, followed by more info on Metroid 11: 

Return of Samus. The future came roaring back 
as a Super NES Q&A answered such questions 
as "Will Nintendo still make NES games," "Why 
can't NES games be used on the Super NES," 
and "What is a 16-bit machine?". The Next 
Generation of Gaming continued with more 
Super NES Previews for Super Ghouls 'n 
Ghosts and Super R-Type. 
Now Playing revealed NES titles such as 
Captain America and the Avengers and 
Wolverine, while Pilotwings and Super Bases 
Loaded showed off some Super power of their 


ISSUE 428: SEPTEMBER 1991 


NMNTENDOE 


MINTEN 
==POWER 


VOLUME 29. 
5.8250 Canada $4.50 


FII 


TREK 


"Beam Up" To 
Adventure 


own. Pak Watch looked at G.I. Joe 2, Ultima: 
Warriors of Destiny, Populous and Final Fantasy 
II, and Player's Poll enticed Power Players with 
the promise of a mountain biking trip for the 
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Super NES— F-Zero 

Game Boy— Castlevania II 
* NES Classic- Metroid 


whole family. Nintendo promoting exercise and 
"quality of life," even then! - DAVID 


THE SOURCE FOR NEWS AND STRATEGIES STRAIGHT FROM THE PROS 


LOOKING BACK ON THE FIRST METROID 


In Issue #29, Nintendo Power took a step back before looking forward. Metroid II: Return of Samus was on the Game Boy's 
horizon, prompting the mag to take a then-unprecedented look back at the game which not only started it all, but 
preceded the magazine's publication as well! The eight-page article on the first Metroid was filled to the brim with the 


kind of maps and tips we've come to expect from The Pros, but it also contained a wealth of illustrations the likes of which 
had never been seen by Metroid fans back then. A combination of official art and original pieces depicted the denizens of 
Zebes, the still-mysterious Mother Brain, and, of course, Samus Aran herself. Most of the hunter's art featured a unique 
painted style that highlighted some of the more tech-oriented aspects of her armor, with wires and the like connected to 
her Arm Cannon. For years, the uniqueness of custom-made, magazine-exclusive illustrations like these were a 
cornerstone of Nintendo Power's brand, bringing added life to games that lacked a greater media presence. 
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МЕ: What do you remember about 
your first day in the game industry? 
DAN: It's actually kind of a funny 
story. While | was still in grad school, 
Microsoft was rumored to be working 
on a game console with the codename 
"Xbox." I was recruited by Microsoft 
for a completely different part of the 
company - helping large companies 
put together ROI analyses for deploy- 
ing Microsoft infrastructure products — 
but | kept trying to find a way into the 
Xbox group. Fortunately, | had lived in 
Japan for about seven years, and 
Japan was a huge weak spot for Xbox. 
It took about a year, but | was able to 
convince the head of Xbox business 
development to give me a shot. I 
remember my first thought when I got 
the job was that I'd now be free to 
read video game websites at work and 
not have to minimize my browser 
whenever someone came by! 

Meanwhile, my wife and | were just 
getting ready to start a family. In fact, 
my wife went into labor the morning 
of my first team meeting with the 
Xbox business development group. | 
remember one person asked casually, 
"Did you have a good night's sleep last 
night?" When I said I had, he retorted, 
"Good. That'll be your last one!" 
ТОМ: | was actually in graduate 
school at the time too. | had kind of 
stagnated for my Master's thesis. | was 
supposed to make an animated short 
and all | wanted to do was work on my 
GBA emulator, CowBite. So to get 
myself out of the rut, | took a job at a 
local CG graphics studio in Rochester, 
New York that was looking for a GBA 
programmer to help them start pro- 
ducing games. | don't remember too 
many details, actually, just that we 
had these ginormous 20-inch CRTs and 
very large Ikea desks to accommodate 
them (it was 2002 or 2003). 


How about your last day working in 
the industry as an employee of 
another company, and your first days 
as an independent developer? 

ТОМ: It was a very weird cutoff, since 
I'd been working part-time in the 
industry and full-time on Axiom Verge 
for several months; | needed to do it 
that way in order to pay some bills 
and cover insurance, and Petroglyph 
(my former employer, developer of 
Star Wars: Empire at War) didn't want 
their particle system programmer to 
just immediately go poof. But it was 
still a little awkward. If you've ever 
had one of those dreams where you've 
been sent back to high school to 
complete some test, it felt kind of like 
that, as though it was still tugging me 
back in. 
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DAN: On my last day at Nintendo, the 
third party publisher relations group 
was having its monthly meeting where 
we reviewed the latest industry 
numbers, including our own internal 
Wii U and 3DS install base and game 
attach rate numbers. My boss brought 
one of those sleep mask eye covers 
and made me wear it during that part 
of the meeting. (And for the avoidance 
of any doubt, yes, it was all done in 
fun.) It was a great sendoff. 

Over the weekend, Jason Schreier 
from Kotaku had caught wind that I 
had just left Nintendo. He was going to 
write a short article about it, but since 
| was planning on announcing it 
publicly on Monday, | asked him if we 
could do an interview instead. At the 
same time, | got ready to tweet about 
it. | think it was a slow news day, since 
it really took off — at least by my own 
modest standards! Tons of websites 
covered it, and it became a bit of the 
big story of the week. Fortunately that 
was the case, since Tom told me that 
he bookmarked one of those articles 
and held onto it until he felt he was 
ready to start thinking about his 
launch strategy. 


What inspired you two to begin 
working together, and what do you 
think makes the other special? 
TOM: For me it was definitely a, "this 
is the right thing to do next." Like 
everyone else, I'd read how Dan was 
going indie, and so | wrote him a long, 
rambling e-mail about how І was 
working on Axiom Verge, and how I 
had no idea what to do outside of the 
actual game-making aspect. It's weird, 
in a way, a lot of people ask me, "How 
did you get Dan Adelman?" Like, "How 
did | get accepted into Harvard?" or 
"How did I catch that extremely rare 
Pokémon?" But it didn't feel like | was 
applying for an extremely selective 
school so much as I was asking this 
other person very honestly if he 
thought we should work together. | 
think we also had some similar experi- 
ences working at big companies prior 
to going indie and had similar tem- 
peraments and expectations. The fact 
that Dan is so laid-back and honest 
and yet still able to get results out of 
the corporate mouthpieces of the 
world is key. He's the missing piece I 
wish every indie could have as their 
advocate. 

DAN: I've been very careful not to 
pitch my services to developers, since 
there are too many sleazy business 
people out there trying to take advan- 
tage of indie devs. So | was really 
excited when Tom reached out to me 
and sent me a build of the game. I 


played through the entire game as it 
existed at that point – around the 
fourth boss or so if | recall correctly – 
straight through in one sitting. | was 
completely hooked and knew I wanted 
to be a part of it. We decided to meet 
up at PAX Dev along with Tom's wife, 
Chloe. 

| think our personalities really 
meshed, and it was clear to me that 
although Tom knew everything there 
was to know about game develop- 
ment, he didn't know much about the 
business side. It was a perfect fit! 


NOA President Reggie Fils-Aime took 
one look at Axiom Verge at E3 2014 
and declared, "That looks like 
Metroid!", but that's only scratching 
the surface of what the game has to 
offer. What are some other things 
that you want prospective players to 
know about Axiom Verge on Wii U? 
DAN: I think at first glance, people 
look at Axiom Verge and assume it's a 
Metroid clone. That's fine, since it gets 
people to take a look at it. But there's 
a ton of depth and puzzle solving that 
I don't think I’ve seen in any game of 
this type before. One of the most dis- 
tinctive mechanics in the game is the 
Address Disruptor (a.k.a. the glitch 
ray) that lets you corrupt enemies and 
the environment in the game. There 
are only a few areas where you abso- 
lutely need to use it to beat the game, 
but players who take the time to glitch 
every enemy type can find all kinds of 
hidden surprises. In addition, there 
are all kinds of hidden clues written in 
the walls and in notes that you find. I'd 
say that if you just play straight 
through and beat it with minimal 
exploration, you're probably just 
getting about half of the game experi- 
ence. 
TOM: When I get questions like this, 
the first thing | want to talk about is 
things like the world and the story, but 
then, you could easily remake Metroid 
and just give it a different world and 
story. So, maybe one thing that's 
useful to know is that Axiom Verge has 
only one ability/upgrade in common 
with Metroid: the High Jump. Every 
other ability is a completely new thing 
never seen in Metroid. And with few 
exceptions, each ability is physically 
different from the ones you've 
encountered before - the Address 
Disruptor that Dan mentioned is a 
great example, and I'm flattered that 
he likes it so much. 

| tried very hard to make all the 
game's power-ups that interesting. 
There isn't any "purple beam opens 
purple doors, blue beam opens blue 
doors", etc. You actually are expected 


to use your abilities in different ways 
to get past obstacles, and the abilities 
are useful for things other than just 
getting past one or two obstacles 
designed around them. 


What are your thoughts on the state 
of the Metroid franchise today, and 
why do you think things have gone 
the way that they have for that 
series? 

TOM: Wow, there are just so many 
things going on there. 

So yeah, what Nintendo wants for 
Metroid and what fans want for 
Metroid seem to be going in two dif- 
ferent directions (though if you 
remember at E3 2014, Nintendo said 
that there were both 2D and 3D 
Metroid titles in the works, and the 2D 
title may put all the anxiety to rest). 
Federation Force is potentially a good 
game, but it's a spin-off and probably 
better regarded as the Four Swords 
Adventures of Metroid. Since I'm the 
old-school loner kind of player who 
just wants to get lost in a long single- 
player adventure – and the Metroid 
series has usually catered to that kind 
of player - it's an outlier; a game for 
non-Metroid gamers, meant to lure 
them in, maybe? And there is always 
that latent fear that it will take over 
and become the new definition of 
Metroid (remember how Phantasy 
Star Online meant the death of 
Phantasy Star The Emotionally 
Impactful Story-Driven RPG?). So 
there's a feeling like we're being 
ignored or abandoned. 

As to why they've chosen to go this 
route, I think it's a change they've 
been progressing toward. We have this 
increasing segregation of the industry 
going on right now - the games that 
survive are either really expensive, 
traditional AAA offerings or inexpen- 
sive but innovative mobile/indie/ 
handheld offerings. Nintendo has 
gotten increasingly skittish about the 
former and enamored with the latter, 
because when AAA games fail, they 
fail hard, whereas small games can 
fail individually but as a whole still 
make large profits. Nintendo makes 
one or two big AAA games a genera- 
tion now, and lots of spin-offs. The 3D 
Metroid games are on the AAA side of 
things, and with the poor reception/ 
sales of Other M, I think Nintendo sees 
it as too big of a risk at this point. So | 
think Federation Force is their way of 
trying to break out of that trend with 
something smaller and innovative 
(and something I still probably won't 
play - I'm too busy yelling at a cloud). 

That still doesn't answer why we 
haven't heard about a 2D Metroid – 


which might not be that innovative ог 
different, but it would definitely be 
smaller and lower-risk for them. I'm 
still holding out hope that something 
is in the works. Maybe for NX or MH or 
whatever. Though I personally have a 
suspicion that they may feel con- 
strained by all the previous Metroids - 
they think they have to make a game 
about Samus, and she gets the Morph 
Ball first and the Space Jump last, 
every time - and are just uninterested 
in it. Ог maybe they've tried all kinds 
of crazy new formulas behind the 
scenes (Metroid Tennis! Metroid 
Cooking! Metroid with a Balance 
Board!), but none of them stuck and 
they just threw in the towel. 

If we ignore Metroid: Other M - 
and I think we can all agree it's best if 
we do - the last real Metroid game, 
Metroid Prime 3: Corruption, was 
released in 2007. And although the 
Metroid Prime games were great, they 
didn't really scratch that 2D Super 
Metroid itch. The last 2D Metroid 
game was Zero Mission for the GBA 
back in 2004, so Nintendo fans have 
been hungry for an authentic 2D 
retro-style Metroid game for 12 years 
now! Metroid Prime: Federation Force 
will be launching on 3DS roughly 
around the same time as Axiom Verge 
will launch on Wii U, but my under- 


standing is that Federation Force will 
be very different from what we 
normally think of as Metroid-style 
gameplay. I'm not sure why Nintendo 
has chosen not to make a true 2D 
Metroid along the lines of New Super 
Mario Bros. I think it would be a huge 
hit! But fortunately, Axiom Verge fills 
that gap quite nicely. 


What have been some of the chal- 
lenges you've faced during and after 
the development and release of 
Axiom Verge, and how have they 
shaped your plans for future 
projects? 

I think in many ways develop- 
ment itself is the easy part – it’s how 
you still manage to hold it together 
with everything else going on that's 
hard. Money is not the panacea you 
envision it to be. My son had a severe 
case of jaundice shortly after birth, 
and on the day I received my first 
payment from Sony, the doctors in the 
NICU were telling me how he'd have 
lifelong neurological issues which no 
amount of money could cure. So this is 
what I'm thinking of most of the time. 
Some weeks I do nothing but shuffle 
him between doctors. But I have to 
keep working on the next game, not 
just because that's what I want to do, 
but because I have to think about how 


I can provide for him through my 
lifetime and after. 

From a business perspective, I 
think one of the biggest challenges 
was that we had promised a port for 
the PlayStation Vita long before we 
knew what that would actually entail. 
We announced that the PS4 version 
would support Cross-Buy retroactively, 
so we really didn't have the option just 
to cancel the Vita version - too many 
people had bought it on PS4 based on 
the promise that they would also get a 
Vita version. It took over a year, but it 
finally got done. I didn't feel right 
really pursuing other platforms like 
Wii U until we had fulfilled that com- 
mitment. Definitely a big lesson 
earned for next time! 

On the personal side, | know that 
Tom's been struggling a lot with his 
son's health issues and the fact that 
his dog died right around the time 
Axiom Verge launched. It's hard, 
because I want to help him with those 
things too, but there's unfortunately 
nothing 1 can do. A couple years ago, 
my daughter also had some major 
health issues involving some emer- 
gency brain surgeries and a slow 
recovery process that wound up 
asting about six months, so I under- 
stand how painful it is to watch your 
child suffer and be powerless to help. 


If you could work on any existing 
Nintendo franchise, which one would 
you choose and what would you do 
with it? 

I don't know that | would, but 
maybe I'd like to make another 2D Kid 
Icarus. Or a Metroidvania-style Mario 
game. I think if | were to do a Metroid 
proper game I'd want to change it up a 
lot — like maybe you're a Space Pirate 
or another bounty hunter in that 
universe. Or just have it be a super 
minimalistic take with no real connec- 
tion to the other games. 

| would take the Pokémon fran- 
chise and add some kind of real-world, 
geocaching-style gameplay to it. 
Someone should totally do that. 


Finally, if you could have any super 
power, what would it be and why? 

To be able to heal anyone/ 
anything. 

Man, it's hard to disagree with 
Tom's answer on this. But just to be 
different, I'll say that I'd love the 
ability to control time. Imagine how 
awesome it'd be to be able to have the 
time to play every game you want, 
read all the books you want, watch all 
the TV and movies you want and still 
have time to get all of your work done 
and hang out with friends and family! 
That's what it's all about! 
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IF THERE'S ONE truth that shines 
through in Next Level Games' 3DS 
shooter Metroid Prime: Federation 
Force, it's that it is truly a Metroid 
game. It might not be the exact, 
specific kind of Metroid game the 
world craves, but this rousing 
multiplayer-focused first-person 
shooter is an adventure that abso- 
lutely adds to the legacy and mythos 
of Nintendo's 30-year-old series. The 
lack of the exploration and solitude 
that defined past adventures is notice- 
able, but Federation Force is a well- 
crafted game that more often than not 
excels at being an action-packed, fun 
experience filled with variety. 

The biggest difference from past 
Metroid games is that Federation 
Force doesn't star Samus Aran. (Her 
presence is felt; she's basically a 
mythological superhero at this point.) 
Instead, you play as a soldier of the 
Galactic Federation. It's kind of like 
playing as an agent of S.H.I.E.L.D. 
alongside Captain America. The player 
character pilots a customizable mech 
suit - modeled after Samus' suit - and 
is tasked with exploring the three- 
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planet Bermuda 

System. The customization of 
the mech helps you tweak your play 
style, but is ultimately a little lacking. 
Outside of amusing paint jobs and 
numbers-focused ability-improving 
Mods, you can't do too much to 
separate your build from the pack. 
Most of the Mods are things like "Add 
2096 damage to missiles" or "Take 
2090 less damage." 

The amiibo support adds two 
unique coats of paint: one for each of 
the Samus Smash Bros. figures. 
Regular Samus adds a design based on 
her Power Suit and a bonus to the 
number of missiles you can carry. Zero 
Suit Samus makes your mech look like 
her Zero Suit, and it boosts the 
amount of slowing shots you can hold. 

Diminutive customization aside, 
most everything else about the mech 
is fantastic. The controls feel similar to 
Metroid Prime on the GameCube, as 
you can lock on and fire all over the 
screen using the C-Stick nub or motion 
controls. The motion controls were the 
optimal way to play for me, though 
occasionally it was difficult to play 


portably because of them. Jumping is 
a little finicky, but luckily the missions 
rarely require you to be that precise 
with your platforming. In general, the 
controls take a little getting used to, 
but the in-game training does a great 
job of introducing you to the impor- 
tant mechanics. Additionally, the level 
design regularly introduces concepts 
that become more important later on. 
The mission structure owes a lot to 
developer Next Level Games' previous 
work on Luigi's Mansion: Dark Moon. 
That 2013 release took a series 
focused on exploration and chopped it 
up into different locations with a 
mission-based structure. Similarly, 
Federation Force takes a series 
focused on exploration and chops it 
up into different locations with a 
mission-based structure. Here, the 
locations are planets: Excelsion, Bion 


e Battle Against the Backlash 


METROID PRIME: FEDERATION FORCE 


and Talvania. They hit your Metroid 
tropes with an icy locale, the ruins of 
an ancient civilization and fiery desert 
areas. These areas fit right in with 
past Prime planets, feeling like they 
could have been one of the many in 
Metroid Prime 3: Corruption. 

Missions jump between each of the 
three planets following along a rote 
but well-written story that, outside of 
the lack of Samus' star power, feels 
like it could have been from a previous 
Prime game. Each of the 22 missions 
are generally about 10-20 minutes 
long, but might require a few replays, 
either because of failure (this game 
gets hard) or to get a higher score. 
The best part about the missions is 
that there's a surprising amount of 
variety and depth. Some require you 
to defend a point. Some are more 
focused on exploring to find items. 


THE BLAST BALL DEMO 


If you'd like to give Federation Force a try, no strings attached, 
Nintendo has made available the full Blast Ball experience by way of a 
free demo downloadable through the 3DS eShop. It has full online 
connectivity for a limited time, but even after that feature's removed, 
you'll still be able to play it locally with friends who have it too. So give 
it a try! You might like it, even if you've been on the anti-Force! 


A few have you hopping out of your 
mech to be stealthy. And naturally, 
numerous bosses crop up, some unex- 
pectedly. (And if you're worried about 
the series' namesake not appearing, 
they do, and it's super rad.) 

Every single mission can be played 
solo or with a team of up to four 
players. While multiplayer is the way 
to go and the clear design focus, 
Federation Force works surprisingly 
well as a single-player experience. 
That's mostly due to two things: the 
solo-only Mod called Lone Wolf, which 
doubles your damage given and 
halves your damage taken, and drones 
that float around you and attack 
enemies. Some mission types are still 
challenges - mostly any where you're 
required to multitask or defend as 
hordes of enemies come in - but the 
entire game is still awesome by your 
lonesome, even with the occasional 
frustration. Even with the boosts to 
compensate, it still gets brutal. Any 
time your mech is destroyed results in 
mission failure, whereas when you're 
playing with others, you have time to 
be revived by your teammates. Ideally, 
Federation Force should be played 
with a full team of four, or by your 
lonesome. When you play with two or 
three, it can get very demanding - 
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Next Level Games was developing it. 
While this might not be the Metroid 
game the world wants, the team 
working on it has made nothing but 
good, well-crafted games under 
Nintendo’s watch. 


That doesn’t change with Federation 
Force, as this is a fresh and entertain- 
ing multiplayer first-person shooter 
that carries with it a lot of Metroid 
Prime’s unique style and feel. - NEAL 


because the difficulty doesn’t scale 
down from four players. Still, the stiff 
challenge can be an entertaining ride. 
As of this writing, Federation Force 
has only been publicly available for a 
short while, but so far, the online in 
the campaign works supremely well. 
In my hours of experiences both pre- 
and post-launch, it ran swimmingly. It 
lacks voice chat, but that seems more 
acceptable when it runs smoothly. 
The same can't be said for the 3-on- 
3multiplayer mode, Blast Ball. The 
first-person soccer-esque game relies 
heavily on aiming your shot at differ- 
ent parts of the large ball to direct it 
toward your goal. Unfortunately, due 
to inconsistent server issues, the 
ball doesn't seem to read your 
shots correctly, thus making 
what could be a tremendous 
competitive mode regularly 
drown in erratic frus- 
tration. Blast Ball is 
great fun locally or 
via Download Play, 
but online, it's not 
that swift. 
After completing 
the quest in Metroid 
Prime: Federation Force, 
| was reminded of how | felt 
when | first heard that 
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Not Worth the Wait After All 


MIGHTY NO. 9 


THIS MAY BE the most difficult 
review I've ever had to write. As a 
Mega Man fan from the beginning, the 
Blue Bomber has been a huge - 
almost inextricable - part of my life, 
and during the time that Capcom has 
seen fit to table further Mega Man 
developments (barring next year's 
new cartoon and the game that will 
probably come of it), I’ve gone 
through a wide range of emotions. In 
fact, the development of Mighty No. 9 
has probably been responsible for a 
good many of them. 

Still, without going into too much 
detail about its background, I'll just 
say that from the time the game was 
announced to its release, I've gone 
through excitement, anticipation, 
dread, apathy, more dread, frustration 
and more anticipation. After actually 
playing the game, I’ve felt another mix 
of emotions: excitement, anger, frus- 
tration, relief, irritation - and even 
some enjoyment sprinkled in, too. 

| feel like no blanket statement can 
come anywhere near doing the game 
the justice it deserves, nor is any 
complete condemnation fair, either. 
Rather than a sum of its parts, there 
are so many different elements that 
are going to resonate differently with 
different people. While that's perhaps 
true of any game, it feels like it's the 
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case in an especially polarizing way 
here. 

Perhaps the biggest target for criti- 
cism has been the graphics. Possibly 
the result of trying (and failing) to 
release the same game across almost 
literally a dozen platforms at the same 
time, the visuals feel like they were 
aiming to work at the lowest end of 
the spectrum and work their way up 
from there. Not necessarily "bad," but 
not state-of-the-art by any stretch, nor 
deliberately retro. They look better 
from afar, but unfortunately, several 
cutscenes bring the characters up 
close and personal. Worse, little 
emotion is shown as they speak - their 
faces frozen for long stretches, 
without even having their mouths 
pretend to move with the dialogue. 

Many of the stages are visually 
bland, too. Not necessarily bad, but 
most stages have an industrial feel 
and plainness that lacks the spark that 
brought so many Mega Man stages to 
life. There are exceptions, such as the 
opening highway stage, moving along 
the cars and trucks in Mighty No. 7’s 
stage or the government building 
Mighty No. 8 has taken 
over. Unfortunately, 
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even when they do something that 
stands out, there are often other 
issues. 

Really, that's just the tip of the 
iceberg, and the issues are just too 
numerous for us to be able to go into 
full detail here. Producer Keiji Inafune 
said the game was "pretty much 
finished" a long time ago - January 
2015, to be precise - but there are so 
many instances where it's clear the 
extra 18 months before release could 
have been used to further polish the 
game, including fixing typos and other 
minor errors, yet only a figurative 
Band-Aid was applied, if even that. 

Still, the game has its moments. 
While | was expecting a story that 
mimicked the classic Mega Man tropes 
featuring Drs. Light and Wily, | was 
actually quite pleased when | got 
something else, even if that something 
else left a lot of questions unan- 
swered. The cutscenes aren’t very 
good, but the ending (and Ray’s DLC 
story, oddly enough) instead feature 
some very nicely drawn scenes that 
remind me of some favorite moments 
from the Mega Man franchise. 


Beyond that, І have to say that this 
game is perhaps best served - and 
maybe even geared toward - a par- 
ticularly hardcore crowd. | don’t mean 
а "Wii Sports is casual, Metroid’s a 
hardcore game" type - I’m talking the 
real hardcore. The gamers who can 
memorize frames and can speedrun 
Mega Man Zero without taking a hit — 
that hardcore. 

I've always felt that the Mega Man 
games' difficulty, with a few excep- 
tions, has been largely overrated. In 
Mighty No. 9's case, I feel like it's less 
a game for those who want to play a 
while and put it down and more for 
those who are all about the absolute 
mastery of a start-to-finish, single 
session run. If that sounds like your 
jam, you'll probably have a good time. 
If not, then approach with caution. 

For now, my fingers are crossed 
that Comcept gets their act together 
and can create a sequel that is the 
Mega Man 2 to this underwhelming 
original. It wasn't worth the wait after 
all. - DAVID 


MEET THE MIGHTY NUMBERS 


Mighty No. 9 has been presented from the moment of its first unveiling as a spiritual successor to Mega Man, and there's perhaps no closer comparison to make 
between the two than the fact that Beck's adventure retains the signature structure of classic Mega Man games: giving you multiple different stages to play through, in 
whatever order you choose, and having you face off against a different boss at the end of each (whose weapon you steal when you beat them). Here are your targets! 


MIGHTY NO. f: 
PYROGEN 


Pyrogen, or "Pyro" to his friends, stands tall as the 
leader of the Mighty Numbers. Though his robotic 
frame is scrawny, he can engulf himself in flames to 
buff himself up for when he gets up close and 
personal to a foe in battle. Whatever you do, don't 
let him get his hands on you when his health drops 
halfway! While he's a good choice to start with, you 
can also use Avi's Gyro Boomerang to cut him down 
to size if you have it. 


MIGHTY NO. 2: 
CRYOSPHERE 


Cryo can be nothing short of a nightmare to deal 
with, and not just because of her jokes. She uses 
her water and ice powers to stay perpetually out of 
reach, and many of her shots can freeze you, 
making it difficult to absorb her Xels. While she's 
weak to Pyro's Fire Explosion, getting close enough 
to use it can be tough - but using Brandish's blades 
from the right distance can keep her Frozen Liquid 
from putting Beck on ice. 


MIGHTY NO. 3: 
DYNATRON 


Have you heard the buzz? That's just Dyna, the 
second female member of the Mighty Number 
squad (and one of the last of the crew that you may 
want to tangle with). Though impatient, she prefers 
to keep her distance in the air as she feeds on elec- 
tricity, but if you can avoid getting tagged by her 
Electric Seeds (or manage to shake them off), you 
should be OK. Break out Brandish's blades to cut 
her cords in short order. 


MIGHTY NO. 4: 
SEISMIC 


Mic may look like a construction robot, but don't be 
fooled - this burly Mighty Number is all about de- 
struction! When he's not throwing giant stone cubes 
at you (why does that sound familiar?), he can 
transform his shovel-like arms into long-reaching 
drills, or turn his entire lower body into treads to 
bulldoze his way through anything in his path. His 
armor plating's dense, but use Battalion's Remote 
Cannon and you can blast right through it. 


MIGHTY NO. 7: 
BRANDISH 


Brand is often compared to a certain red Hunter for 

his color scheme and bladed weapons, but interest- 

ingly enough, he's the one Mighty Number (besides 
Beck) who seems to have shown any resistance to 
turning bad. Even so, he was made to fight, and 
fight he will, whether in the Battle Colosseum or 
atop a speeding truck. He's fast, but if you trans- 

form and roll out into him with Mic's Strong Charge, 

you'll knock the sense back into him. 


MIGHTY NO. 5: 
BATTALION 


People love when heroes like Samus, Mega Man or 
Beck sport a gun for an arm. However, Bat 
manages to trump them all by having a gun for just 
about everything! His more calculated approach 
sees him pick off opponents from a distance with 
his Gatling arm, or firing missiles from his legs. 
Watch out when he does his best Galvatron impres- 
sion by aiming the barrel on his head at you for an 
instant kill, then return fire with Frozen Liquid! 


MIGHTY NO. 8: 
COUNTERSHADE 


Possibly the coolest character in the bunch, Shade's 
fighting philosophy is "one hit, one kill," and he 
doesn't mind if he's nowhere near his target to 

score it. Though he's able to blend in with his sur- 
roundings, tagging him with the Electric Seed will 
disrupt his optical camo while sapping his health 
away. As he favors striking from afar, getting in 
close with Beck's arm cannon is quite effective as 
well. But beware his control-reversing purple shots! 


MIGHTY NO. 6: 
АМАТОК 


You might be sick of Avi well before you ever face 
him, as he shows his face everywhere to report the 
ongoing crisis. His maneuverability is his greatest 
strength, but fortunately, the updrafts from 
beneath his arena make you pretty maneuverable, 
too, so long as you don't stop dashing. Avoid his 
shots while returning fire — ideally by bouncing 
Reflect Shots off his camera drone so that he's 
weak enough for you to AcXelerate as he passes. 


BECK'S RIVAL: RAY 


Available only through downloadable content, 
Beck's enigmatic rival Ray offers quite possibly the 
most satisfying fight you'll find in the game. Not 
only do you take her on three times throughout her 
stage, but victory makes her a playable character 
with a smooth, yet savage style. The only problem 
is that you have to be mindful of her constantly 
draining health, as you absorb Xels to keep it filled! 
That, and her close-range style can make some 
stages particularly challenging. 


ASK THE 
FORCE 


WHICH GAME SERIES 
SHOULD GET A 
“FRESH COAT OF 
PAINT" NEXT? 


DAVID 
Well, obviously I'd have 
to say the one franchise 
that could really use a 
new coat of paint is 

Mega M... *looks at new 
cartoon info* . . . let me 
get back to you on that. 


a 


REBECCA 
I think Final Fantasy VI 
is due for a remake, and 
not one with horrible- 
looking sprite graphics, 
either. 
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JONATHAN 
Bonk! His first game was 
remade back in 2003, 
but only in Japan, and 
it's easily one of my 
favorite GameCube 
games. If Konami were 
to re-release it interna- 
tionally on the NX, I'm 
sure it would be a 
SMASH hit! 
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THOR 
I'll go Jonathan one 
better and say the whole 
Hudson Soft library of 
games! There are too 
many great franchises 
just sitting there collect- 
ing dust. Adventure 
Island, Bomberman, 
Neutopia, Legendary 
Axe, Star Soldier - all of 
them deserve another 
shot in the spotlight. 


BRETT 
They added StarTropics 
to the mini NES, so let's 
get a fresh coat of paint 
on C-Island! 


Back to the LEGO Games Beginnings 


LEGO STAR WARS: THE FORCE AWAKENS 


FOR THE PAST 11 years, Traveller's 
Tales has used the LEGO license to 
explore a wide variety of brands, from 
Indiana Jones to Jurassic World, from 
Harry Potter to Lord of the Rings, from 
Marvel to DC - and now, with LEGO 
Dimensions, so many more beyond all of 
that. But a long time ago, on a genera- 
tion of consoles far, far away, it all 
began with LEGO Star Wars. 

| still stand by the statement in my 
review of LEGO Dimensions that it feels 
like the natural evolutionary next step 
of the franchise; in turn, LEGO Star 
Wars: The Force Awakens feels like the 
series has returned to its roots. Even so, 
some new tricks have been learned 
along the way. 

Really, if you've ever played a LEGO 
game before, you know what to expect 
here in general: a cute, low-stakes 
action game based on a popular movie 
license that plays things up for laughs as 
you smash the scenery to collect studs 
and reconstruct portions to allow you to 
proceed. Some puzzles along the way 
can come across as a little obtuse, 
though I found that to be less of a 
problem here than in other recent LEGO 
titles. 

As familiar as it all feels, though, 
there are moments that will surprise 
you. One instance is that at the outset, 
you actually replay the climax from 
Episode VI: Return of the Jedi — but 
while the source material is the same, 
it's not a mere retread of the ground 
covered in LEGO Star Wars 1: The 
Original Trilogy. It's been remade with 
all sorts of new elements, gags and 
mechanics thrown into the mix. 

Two of the more notable new 
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mechanics thrown into the mix include a 
fairly intuitive cover mechanic that pops 
up periodically, wherein your character 
(or characters, as you can still switch) 
evade lasers from behind an obstacle 
while returning fire until all the enemies 
have been dealt with. But perhaps the 
more relevant mechanic - in a LEGO 
sense, at least - is the new Multi-Build. 

Previously, you would shatter certain 
objects throughout stages and rebuild 
them into something new that would 
allow you to proceed, such as a fan that 
could lift you to a higher platform. With 
Multi-Builds, you're given a choice of 
what or where you want to put together, 
with some instances requiring you to 
create a Build to serve one function, 
then break it down to create another, 
and so on in sequence until your objec- 
tive is complete. 

Mechanics aren't the only thing new 
to this LEGO Star Wars installment, 
however. While previous entries were 
based on trilogies or TV series, TT had 
far less material to work with here, in 
adapting just one movie. As a result, a 
healthy complement of supplementary 


material has been 

added as well to help 

bridge the events of Episodes VI and VII. 
Of course, how canon this new material 
is to the new Star Wars universe is 
anyone's guess (I think pretty much all 
new material created since Disney's 
takeover and purge of the old Expanded 
Universe is canon, but this being a LEGO 
version kind of throws a hydrospanner 
into the works.) 

Oh, and unlike the original LEGO Star 
Wars releases, this one is not panto- 
mimed - it's fully voice-acted, with the 
actors from the movie (including Daisy 
Ridley, Harrison Ford and John Boyega) 
reprising their roles and even recording 
new dialogue, too. So while some things 
are played tongue-in-cheek, having new, 
fully voiced Star Wars material is 
probably going to make this package 
look a bit more appealing to fans of the 
franchise. 

It's been a long journey for the LEGO 
franchise to reach this point, but it still 
feels good to step back to where it all 
began with a fresh coat of paint and new 
adventures. Can we assume that a LEGO 
Rogue One will be next? - DAVID 


Trigger!? 


One Mans Failed 


ITS A SHAME that this game didn't 
get released just a little bit earlier 
than it did — seeing as how its story is 
centered on time travel, and that was 
alarge part of the focus of our last 
issue. But it's not that much of a 
shame for me, personally, as if | had 
access to my own time machine, I'd 
probably use it to travel back in time 
just a couple of months and tell myself 
not to buy this game. 

Not that it's bad! That sounds like a 
really harsh statement right out of the 
gate, but let me contextualize it for 
you: I, Lucas, just could not get into 
the groove of playing 7th Dragon III 
Code: VFD. I know tons of others have. 
| know Neal, on our NF team and also 
the one who reviewed this same game 
for Nintendo World Report, had a blast 
playing it. But | just couldn't find the 
appeal in it myself, and now I kind of 
wish I hadn't kept trying and wasting 
my time. 

I've shocked and surprised myself 
that this has been my experience, 
because from everything | saw and 
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read about this adventure in advance, 
it looked like it would tick all the right 
boxes for me. It's a time travel tale: 
check. Yes. That's my favorite kind of 
story. It's a traditional JRPG: check and 
yes again, because I’ve been craving 
some old-school, turn-based role- 
playing for the longest time. It's the 
latest in a series that has never previ- 
ously been localized for English audi- 
ences, it's got an incredibly talented 
team of developers behind it and the 
game even shipped in a special box 
with a 28-page art book included (and 
you all know how much I love tangible, 
game-related print media). 

But the game itself never clicked. 
7th Dragon III got two strikes, for 
me, in its first half hour. First, there's a 

cute little bunny rabbit in a top hat 
named Nagamimi who serves as your 
main connection to the story - setting 
up the scenario, giving you the lay of 
the land at the headquarters you'll be 
working from. That kind of character. 
And he starts cursing at you from 
Minute 1. Just liberal foul language, all 
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the time, for no reason whatsoever. 
Why the localization team felt they 
needed to push words that would be 
bleeped on network TV into every con- 
versation with this otherwise adorable 
character, | have no idea. 

Strike 2? 7th Dragon III makes you 
make your own character. And then 
another. And then another after that! 
You have to pick the art and hair color 
and character class and name of all of 
your playable heroes, and while some 
JRPG players would love doing just 
that, | know any time a game like this 
gives me full control over the hero's 
looks and abilities, it means the story 
is never going to have much to do with 
them at all. The story will happen 
"around" your hero - but they'll never 
really be a part of what's going on. 

It's the difference between 
Xenoblade Chronicles and Xenoblade 
Chronicles X | brought up last year - in 
the first, Shulk was named and char- 
acterized, an integral part of the tale 
who went on to become a Smash 
fighter and get an amiibo. But your 
nameless XCX avatar? No real charac- 
ter development possible. No amiibo. 
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TURN DRAGON 
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With those reservations in place, I 
did my best to launch into the quest. I 
loved the story setup, as you'rea 
gamer who scores so well on a virtual 
dragon-hunting simulation that you're 
recruited to actually travel through 
time and hunt real dragons. | even 
named my hero "Trigger" to try to 
recapture that Chrono Trigger vibe, 
ready to leap through the ages again. 

But the combat turned me away 
every time I sat down to play. Enemies 
seem overpowered to me, as single 
attacks strike your party down to near 
death in even regular random battles 
- 1 toggled the adjustable difficulty 
down to Casual to try to gain ground 
that way, but still kept running up 
against walls. | know there's deep 
strategy involved here, and success 
takes careful planning and balancing 
the skills of your chosen character 
classes (which are varied and totally 
unique). But maybe I just don't have 
the skill or patience to master it? 

So my personal adventure with 7th 
Dragon III Code: VFD did not go well, 
at all. To that end, | won't presume to 
assign a score here - | didn't come 
close to finishing the quest. | know 
there's a good game in here. Others 
have found it. | just wasn't able to 
myself! - LUCAS 
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m Select the team to advance story. 


When Time's Totally Twisted 


AND SO WE'VE come to the end of 
an era. The Zero Escape trilogy is con- 
cluding with Zero Time Dilemma, a 
twisted tale of time travel that com- 
pletes the stories first introduced in 
2010's 999: Nine Hours, Nine Persons, 
Nine Doors and 2012's Virtue's Last 
Reward. Once again, | implore you to 
play those two games first before 
starting this final installment! You'll 
enjoy the entire overall story so much 
more if you experience it as intended, 
from the beginning. 

Zero Time Dilemma is even more 
demented than its two predecessors 
were. The tension, the violence, the 
gore and the mind-bending science 
fiction concepts tying everything 
together are all dialed up to 11 for the 
duration of this story. It is intense. It is 
memorable. It will break your brain. 

But let’s start with the basic story 
setup and go from there. Nine people 
are participating in an isolated Mars 
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colony experiment - living together 
out in a desert, removed from society, 
to see if a self-contained Mars habitat 
is viable for humanity. One day, 
though, the nine of them all wake up 
with drug-injecting bracelets clamped 
onto their arms. They've been kid- 
napped by a mysterious villain named 
Zero, and he tells them that at least 
six of them will have to die before the 
others will be allowed to go free. 

What follows is a wicked, murder- 
ous game of deception and trust, as 
the nine victims are separated into 
three teams of three apiece and 
forced to decide whether to work with 
the other teams to try to survive 
together, or against them to try to 
escape first. And it's not just team vs. 
team - because members of the same 
unit will often turn against one 
another as well. You never know who 
to trust. 

This story plays out in the style of a 
visual novel, meaning a lot of Zero 
Time Dilemma is hands-off - like 


watching a movie. Only, this is a movie 
that's chronologically out of sync! You 
know how DVDs are separated into 
chapters? Imagine watching a movie 
where the first chapter plays first and 
the last plays last, as they should, but 
then every other chapter in the 
middle is totally mixed up and out of 
order. That's Zero Time Dilemma. 
After its intro, you're taken to a screen 
and asked to pick which "fragment" of 
the story you'd like to watch play out 
next. Sometimes you'll pick a piece of 
the tale that's chronologically early on 
in the participants' plight. Other 
times, you'll fire up a chapter and one 
or more main characters will be inex- 
plicably dead - because they were 
killed earlier in the timeline, in a part 
of the story you haven't yet witnessed. 
It's fractured, and it's fantastic. 
There would be no way a time travel 
tale like this would be possible in any 
other medium than video games - and 
make no mistake, because it abso- 
lutely is a time travel tale. The charac- 
ters you follow come to crucial 
moments of decision in each one of 


their story paths, and it's up to you to 
decide whether to do something like 
push an ominous button or pull the 
trigger on a gun. And every decision 
you make splits the timeline in two - 
but you aren't just stuck with seeing 
the result of your first choice. At any 
time you can rewind back to the 
moment of decision and choose the 
opposite path instead. 

And then things get even more 
twisted beyond that, but to go further 
would be getting into spoiler territory. 
Suffice it to say that, at one point, the 
characters offer up a full plot synopsis 
of Back to the Future Part II to try to 
explain the whole split timeline idea 
and reconcile themselves to the weird 
situation in which they find them- 
selves stuck! 

Zero Time Dilemma's story is 
incredibly satisfying from a sci-fi 
standpoint, but also as a conclusion to 
the greater Zero Escape series. Its 
returning characters – Junpei and 
Akane from 999, and Sigma and Phi 
from Virtue's Last Reward - all have 
their lingering plot threads tied up in 
wonderful fashion. And not at the 
expense of the new characters, either 
- each of them gets a complete story 
arc all their own. 

Though the story here isn't perfect. 
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LJecision! 


There have been stunning revelations 
in the past Zero Escapes that have 
made me feel shocked, but there were 
one or two moments in Zero Time 
Dilemma when I was just confused. 
When what is supposed to be a climac- 
tic story moment results in your first 
reaction being a "Huh?" instead of an 
"Oh my gosh!" then there probably 
was an opportunity for more clarity on 
the part of the storytellers. 

I'm still scratching my head at one 
moment in particular - if you play this 
game too, you'll probably know the 
moment I'm talking about when you 
get to it. 

In addition to Zero Time Dilemma's 
mind-warping visual novel sequences, 
there are also Escape the Room puzzle 
scenes as well. | suppose I should have 
dedicated some more space here for 
discussing them, seeing as they're 
really the "game" part of this game, 
but fans of the first two Zero Escapes 
already know what to expect from 
them: You're locked inside small, self- 
contained spaces and must complete 
puzzles and locate hidden items in 
order to unlock the door and access 
the next fragment of the visual novel. 

For the most part, | enjoyed the 
escape sequences here as much as 
those in the past games - though I did 


PRESS THE BUTTON? 


get frustrated 
a bit more often 
with this one, as a few 

of the included puzzles are 
just a bit too obtuse, in my opinion. 
Don't let that deter you from playing, 
though. Online walkthroughs are easy 
to find, and the real meat of this expe- 
rience is in its story, so there's no 
reason to get hung up because you 
couldn't figure out a way to translate a 
base-10 human number system into a 
13-character alien language. Some 
visual elements were a bit too small 
and tough to discern on the 3DS, too - 
a side effect of this game being devel- 
oped in tandem with Vita and PC 
versions too. 

Any and all of those quibbles are 
minor, though, as I think nothing 
should stop any gamer (over the age 
of 17) from experiencing the excel- 
lence of the entire Zero Escape series. 
These games have held my favorite 
sci-fi stories out of 
any game I've 
ever played. 
They are 
wonderful- 
ly twisted. 
Play them 
all, in order! 
- LUCAS 
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The Bessts are Back 


SOMETIMES, TO MOVE forward, 
you have to look back. That's the 
approach Monster Hunter Generations 
takes with the long-running action/ 
RPG series - it's less a full-on sequel 
and more a celebration of the fran- 
chise's legacy. But that doesn't stop it 
from offering a few fresh ideas and 
plenty of exhilarating encounters with 
powerful beasts! 

Hunting Styles serve as the biggest 
change in Generations. With four vari- 
eties, they give you more customiza- 
tion options for how to engage in 
combat with creatures. And they work 
in tandem with Hunting Arts, also new 
to the series. To keep it simple: The 
Styles are sort of like character 
classes, while the Arts act as special 
moves or buffs. 

For example, Aerial Style swaps the 
dodge move with a nifty hop - so you 
can spring off beasts to fly into the sky 
and then land with a vicious attack. 
But Aerial only allows for one Art, 
while Striker Style boasts three slots 
for the flashy maneuvers. 

This all adds even more depth to a 
game full of mechanics, menus and a 
multitude of weapon choices. Though, 
to be clear, Generations doesn't 
include any new offensive instruments 
- instead, it features the same set of 
14 found in Monster Hunter 4 
Ultimate. But that's OK. There's no 
doubt you'll still be able to pour tens 
of hours into figuring out your favorite 
Style and Arts. 

Plus, different Styles are more 
effective against different creatures. | 
enjoy employing Aerial with massive, 
mammoth-sized monsters, while 
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Adept Style (which gives you a sweet 
evasive maneuver dodge) perfectly 
counters faster and smaller creatures. 

But the new material doesn't end 
with customization geared toward 
franchise veterans. The series strives 
to be welcoming to newcomers, and 
Prowler Mode might be the best intro- 
duction yet. Yes, it's as it sounds: You 
get to play as a cat, otherwise known 
as a Felyne or Palico. And there's no 
worry about carrying along resources, 
like potions, whetstones or a pickaxe. 
Even Hunting Styles go out the window 
to let new Prowlers stick to the basics! 

That doesn't mean Monster Hunter 
Generations becomes a cakewalk, 
though. Even in Prowler Mode, the 
game still requires you to learn the ins 
and outs of gigantic beasts, like the 
Great Maccao, Royal Ludroth and 
Astalos. One devastating attack can 
serve as a knockout punch, so staying 
on your toes is of the utmost impor- 
tance, along with proper preparation 
and resource gathering. 

Yep, the core feedback loop is 
present and as enthralling as ever 
here. You start off dressed in rags and 
armed with rudimentary weapons. The 
early goings focus on resource gather- 
ing - harvesting plants, mining and 
carving up animals - to grow an inven- 
tory of useful items. Then, before too 
long, it's time to come face to face 
with a fearsome foe - essentially a 
boss fight in most adventure or action 
games. This is precisely where the 
game shines. Not only are these 
engagements heart-pounding experi- 
ences, but the loot dropped by the 
monsters is the best at crafting new 
offensive tools and armor! 

Better yet, you don't have to go at 
it alone. Like the previous entry, 


Monster Hunter Generations features 
four-player online co-op on 3DS. That 
means you can team up with friends 
or even join a hub with random 
strangers to slay huge beasts. Working 
together to tackle a tricky creature 
like Malfestio is rewarding and down- 
right fun. 

The only problem revolves around 
the process of actually uniting with 
others, and that extends across the 
board with the title. The menu system 
is rather dated. Getting into a single 
hub online requires getting past way 
too many screens of text. Yes, it's 
doable (and highly recommended), 
but in this day and age, the Monster 
Hunter series needs a faster and 
smoother process of joining up with 
friends and fellow players. 

And this user interface criticism 
includes things like basic resource 
management, too. Everything feels a 
bit too clunky. For instance, to switch 
Hunting Styles, you must traverse to 
your home and click on the item box 
inside. Why there isn't easier and 
more obvious access for such a key 
new design element like this is beyond 
me! It's still serviceable, but in a game 
where you spend considerable 
amounts of time sifting through 
resources, streamlining the process 


EST ss 
£ Playeri 

Player 

Player 3 


Player4 г 
Е аат 


and developing better visual elements 
are needed. 

Not to miss the forest for the trees, 
Generations still provides one of the 
best online experiences on 3DS. Rarely 
are there issues of lag or player drops, 
and the community thus far seems 
diverse and positive. Communication 
is sadly relegated to keyboard chatting 
on the touchscreen (no voice option), 
but people are helpful and welcoming. 
This makes sense, since the game is 
built with a cooperative mindset – 
everyone's rewarded for bringing 
down beasts. So seeing my hub fill up 
one by one and then working like a 
well-oiled machine together definitely 
leads to many memorable moments. 

Allin all, Generations feels like a 
half-step sequel in the series instead 
of a full leap into new territory. 
There's always familiarity with each 
entry, but this game remixes crea- 
tures, locales and missions seemingly 
more than ever. Hunting Styles defi- 
nitely mix things up, especially in 
terms of customization. They're a 
worthy addition. But for an experience 
that's all about wondering what big 
beast comes next, it's hard not to feel 
similarly about the series in general. 
This is a great reflection point, but I'm 
ready for the unknown. - EVAN 
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THE LOST FUTURE FIGURES 


Most of the time, when in-development video games are cancelled, the can- 
cellation notice is all we get - anything in progress is lost to the ages, never 
to be seen by the public at large. Thankfully, that's not the case for Disney 
Infinity! Though Disney's decided to abandon the brand and not actually 
release any further games or figures, concept artists working in figure design 
for the series have been allowed to share these glimpses of what might have 
been. Most are new characters, but those you've seen before, like Darth 
Vader, would have been new, supersized, 12-inch tall figures! What a loss! 
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One Last Adventure 


DISNEY INFINITY 3.0: FINDING DORY 


WITH THE RELEASE of the Finding 
Dory Play Set, the book on Disney 
Infinity 3.0 has now officially closed. 
No more sets, no new characters and 
no new adventures. After this, Infinity 
and Disney's video game-making days 
slowly drift into obscurity. This is a 
gigantic shame, as the Finding Dory 
experience brings new fun and ideas 
to the franchise. With time, these 
could have been a brand-new begin- 
ning, but that will never come to pass. 

The biggest thing of note is that the 
hub becomes your playground. It's a 
reef this time, and they utilize it to the 
fullest. You'll be swimming to points of 
interest, interacting with various fish 
and making the environment a better 
place. The main goal is to save fish in 
each level, then give them a home and 
make changes to the reef as you see 
fit. Toy Box stuff is implemented 
directly into the Play Set for the first 
time, which is honestly refreshing. As 
you move along in the set, more 
options become available to you, so 
you're actively encouraged to keep 
playing. 

The only problem I have with the 
hub world is with the controls - I 
found them finicky in more ways than 
one, and swimming didn't always go 
too well. The problems stopped when I 
headed into the levels, where things 
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take place from a sidescrolling per- 
spective. It's there that you avoid 
obstacles, pipes and parts of the world 
that see you as a snack. This is in par- 
ticular the case with toy fish who bite 
you with their sharp teeth. They're 
hard to avoid, but it feels satisfying 
when you expertly dodge them. 

Along the way, Dory will find some 
helpful friends who will never let her 
down. There's a shrimp who can eat 
algae - that clears the way for new 
paths and hidden items all across the 
stage. Another example is a biolumi- 
nescent jellyfish who'll light the way 
and ensure that you don't lose your 
bearings. You'll need to use these 
abilities to survive and fully complete 
every stage, which is harder than it 
sounds. The developers took their 
time hiding secrets everywhere, and 
it'll take a long while before you find 
all of them. While I finished the adven- 
ture, I'm nowhere close to being truly 
done with this Play Set! 

The usual problems of Disney 
Infinity 3.0 remain (i.e. long loading 
times), but it's hard to be sour on this 
final set. Finding Dory features some 
really fresh ideas that keep you going. 
The hub world that also acts as a mini 
Toy Box is great. The sidescrolling 
levels, filled with trinkets to find, are 
fun. Overall, this is a great way to end 
the Disney Infinity journey and have 
something that truly feels complete. 

If only the brand could've just kept 
swimming! - DAAN 
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Fabulous Fashionistas 


"DON'T KNOCK IT 'til you've tried 
it." That seems to be the motto of 
many fans of Nintendo's underappreci- 
ated Style Savvy franchise - especially 
those who fall outside its target demo- 
graphic. Style Savvy: Fashion Forward 
has everything that has made it so 
endearing to its fans - and now more, 
with all new ways to make your clien- 
tele feel like a whole new person. 

Our "fresh coat of paint" theme for 
this issue goes perfectly with Fashion 
Forward, which has gotten a total 
makeover in both setting and design. 
Instead of dealing with your character 
rising through the ranks from new 
associate to boutique manager to 
world-class stylist, you've been 
whisked to the city of Beaumonde – 
which lies behind the door of a doll- 
house. 

Apparently, since your grand- 
mother Elaine was a major style icon 
Back in the Day, that automatically 
makes you as multi-talented as she 
was! You're styling outfits for clients 
within minutes of arriving in 
Beaumonde, and can wield a comb 
and a pair of scissors like Vidal 
Sassoon, and makeup brushes like 
Michelle Phan. (Maybe I should've 
named my character Mary Sue.) 

Instead of climbing the social 
ladder by winning contests, you'll 
need to use the power of haute 
couture to convince the local business 
mogul not to turn the city exhibition 
hall into boring conference rooms. It's 
the kind of "the power of friendship 
always saves the day" cliche that gets 
constantly hauled out, and while it's 
nice to have a different storyline, I 
prefer how Trendsetters handled your 
character development over time 
(albeit a bit rushed). 

In a curious decision, North 
America has received the same local- 
ization as Europe, with only the title 
and the in-game currency changed. 
This means you'll be seeing a /ot of 
British English, and not just words like 
"centre" and "colour" and characters 
alking about watching football on the 
telly. The names of various articles of 
clothing have changed, and the 
descriptors of the various brands (and 
he names of some of the brands 
themselves) are also different from 
heir Trendsetters versions. But these 
changes don’t end here: There are a 
ew characters from Trendsetters 
making cameo appearances, but with 
he names they had in Trendsetters’ 
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European port. Was it a cost-cutting 
measure? A response to fan backlash? 
Or did Nintendo not want to mess with 
perfection? Either way, it makes for a 
very confusing experience. 

Graphically, Fashion Forward looks 
worse in 3D than it does in 2D. While 
the colors are a lot brighter compared 
to Trendsetters, little details like lace 
edging and wisps of hair stick out like 
asore pixelated thumb when you view 
the game in 3D. It’s even more glaring 
when you're taking photos with your 
character, and you can’t even see the 
expression on her face until you turn 
the slider off (and then, just barely). 
Still, the bolder color palette helps out 
a lot when designing or coordinating 
colors in an outfit, and clothing that 
first appeared in Trendsetters looks 
brighter and bolder. 

Where Fashion Forward really 
shines are the jobs beyond the 
boutique. Hairdressing is cleverly 
designed around asking your customer 
the right questions, and while the 
beautician’s job is also fairly easy, the 
palette’s interface could use a little 
work. (I found myself constantly 
tapping my stylus on the color guide 
to auto-advance to its page, which 
doesn’t work - you need to page 
through your palette with the arrow 
buttons.) As an incentive to explore, 
there are various "scavenger hunts" to 
unlock colors, inspiration for bespoke 
designs or components of makeup 
sets, which (along with the clothes you 
sell) change with the seasons. 

Collectors of amiibo, take note — 
there’s a special Nintendo-themed 
item that can be unlocked with Mario, 
Kirby, Yoshi and every female amiibo 
character that’s been released thus 
far, and the unlocks supply some often 
hilarious dialogue. However, men’s 
fashion, which was a huge part of 
Trendsetters, has been demoted to a 
post-game unlockable - while you’re 
able to style every guy in the game, 
you can’t sell directly to them, and 
there are no amiibo unlocks for them, 
either. | enjoyed selling men’s fashion 
in Trendsetters, but it still felt shoe- 
horned in because of the limited 
inventory space. 

Trendsetters blew the original Style 
Savvy out of the water, and Fashion 
Forward fits in all the right places. If 
you've ever wanted to dive into the 
world of fashion, there's no better 
time than now. It's not just a guilty 
pleasure any more! - REBECCA 
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the games themselves - though there are plenty of extras to be found outside the games, like new 
challenges that stitch together separate segments from each of the titles to make fresh gauntlets out 
of old levels and a wonderful, extensive art gallery that seems to have preserved every bit of concept 
art, packaging design and promotional material made to support these games decades ago. This 
collection isn't perfect, though. It being a 3DS title is a hindrance in itself, as the handheld's buttons 
aren't a perfect match to the original NES controller - it would have been nice to have a Wii U version 
as well, as that could have conceivably been compatible with the new NES pad being launched along- 
side the "mini NES" this November. Additionally, Mega Man 5 in particular is plagued with a choppy 
framerate. It's fine if you play it as "Rockman 5," which is an option, but it boggles my mind that a 
team so fixated on accurate emulation shipped this product with one of its six games made mostly 77 
unplayable in English. (Frank's comments on the matter have been kind of lame, too.) - LUCAS SEPTEMBER/OCTOBER 2016 
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GIVING THE NES AN HD UPGRADE 


The all-new retroUSB AVS breathes new, high-definition life into your classic cartridges. 


IF YOU, LIKE me, have stowed away in your home 
a treasure trove of original NES cartridges kept in 
storage since the 8-bit era, and if you've grown 
weary of not being able to play them on modern TV 
sets (perhaps even keeping a clunky CRT around 
just to be able to hook up your old hardware, again, 
like me), then friend, your troubles have ended. An 
all-new version of the NES has been crafted to 
bring those classic carts back to life, while boosting 
their visual output into HD to look brilliant on your 
brand-new widescreen home theater display! It's 
called the retrouSB AVS, and we got in touch with 
its creator to bring you all the full story. Read on! 


NF: First up, can you introduce yourself to our 
readers? 

I'm Brian Parker, founder and owner of 
retroUSB. | also do product development, assembly, 
shipping, customer support . . . even occasional 
dusting! | have a large NES collection (purchased 
before prices exploded), and I hope to never sell it. 
Much of my focus is on retail displays and World 
Class Service center items. 


For those who don't know yet, what is retroUSB, 
and why was it first started? 

| studied supercomputer architecture at UC Santa 
Cruz, and during my final year all the companies 
doing that work disappeared. One day in 2003 my 
best friend, Misha Young, said he wanted to play 
NES games on his computer using the original con- 
troller. With all my free time it didn't take long to 
make the first NES-to-USB kit. | started selling 
them on the old SealieComputing.com site, expect- 
ing it to be a part-time thing for a few months. 
Every time sales would dip | thought that was the 
end and I would have to find a "real" job. Instead 

I have continually expanded, while keeping 

the same focus on everything NES. 
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(All that tech from multimillion dollar supercom- 


puters is now used in $100 consumer graphics 
cards.) 


What are some of the different products you’ve 
offered over the years? Which have been the 
biggest hits? 

The USB kits turned into premade USB adapters 
which were a big hit, until cheaply made Chinese 
copies started appearing. | also did the first NES 
homebrews using brand-new parts, and the first 
complete-in-box NES homebrew releases. That lead 
to the PowerPak, the first NES flash cart. Creating 
new things nobody has done before is a big motiva- 
tor. | wasted a few years doing SNES projects, but 
am now back to big things on NES. 


The new, major product you’re now rolling out is 
called the retroUSB AVS. Can you tell us what it’s 
all about? 

The AVS is the best way to play your NES carts in 
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amazing HD. It supports all NES and Famicom carts 
in HDMI, including flash carts and new homebrews. 
It also supports all gamepads, including accessories 
like the Power Pad. A built-in Game Genie with a 
codes database detects which game is being played 
and shows popular codes. Being able to play every- 
thing, instead of just a few popular titles, is the 
main goal. All that is wrapped in a beautiful case 
that is instantly recognizable in the NES family. 


What sets the AVS apart from the various "NES 
clone consoles" that have appeared over the past 
several years? 

The biggest difference is the AVS uses real FPGA 
hardware for the highest compatibility and the best 
output. Cheap clones are using NOAC chips which 
are limited to fuzzy composite video and don't 
support many games. HDMI clones like the Retron 5 
are using stolen software emulators, so their com- 
patibility with carts and gamepads is poor. Those 
are products designed by people who didn't grow 
up with the system, so they don't have the same 
high standards. 

Lesser consoles may work for people who only 
want to play Super Mario Bros., but they're missing 
so much of the experience that the AVS hits. Even 
small details like the sound of the plastic cart 
sliding against the plastic console bring back 
memories, so it's important. 


I'm amazed that the AVS exists - the technical, 
design and engineering know-how to be able to 
create such a thing are beyond me. How have you 
wrought such magic? 
Misha Young (yes, the same as above) did a great 
job with the physical design. We went through a 
long process with many concepts and tearing apart 
other consoles. The longest debate was 
between the final AVS shape and a 


THE LAUNCH SERIES 


Brian has not only engineered an all-new HD 
NES console, but he's made several of his 
own games to go along with it! Here are just 
a few of the launch titles. 


QUADRALORDS 


The AVS has four controller ports built-in, 
and you'll want to use them all for this four- 
way multiplayer version of Breakout. Defend 

your colored quadrant, and attack the others! 


TWELVE SECONDS 


Over 150 unique, single-screen platforming/ 
puzzling challenges await you in Twelve 
Seconds, where you can sacrifice your lives 
to leave stepping stones for future tries! 


- OOOO si l ra ы. 
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POWER COLORING 


In the grand tradition of Mario Paint and 
Color a Dinosaur comes this 8-bit digital art 
studio, which comes complete with an actual 
package of crayons! (A sure collector's item.) 


more modern, rounded design. What seems 
modern now might look bad in a decade, though, 
50 | went with something that will always be identi- 
fiable as NES-like, without it being a copy. 

All the technical side has just been building from 
the history of retroUSB products over the years. 
NES knowledge came from writing homebrews like 
the 8 BIT XMAS series, FPGA work started with the 
PowerPak and factory manufacturing from the 
RetroPort USB adapters. What has been learned 
from AVS development will be put into whatever is 
next... 


Now, the AVS launch isn't just about the console 
itself – you're also supporting it with an all-new 
controller and a whole launch lineup of new 
games. Can you tell us about those? 

Every new console needs a launch lineup! The AVS 
Launch Series includes seven carts, ranging from a 
space shooter to a music cart to a coloring game. 
Some are completely new and some are previous 
homebrews that have been expanded. All are CIB 
with only new parts, and work with both the AVS 
and the NES. 

The new wireless gamepad is an older project 
that had been shelved a few times. Originally it was 
going to be compatible with the NEX gamepads 
from around 2007. The current version is optimized 
for massive battery life while having tiny lag that 
has been approved by the top Tetris players. It uses 
the same button layout as the original NES 
gamepad, so your muscle memory will still work. 
Microswitch buttons replace the rubber pads for a 
consistent feel. One of my favorite features is 
adjustable turbo. Like the Advantage, the turbo 
rate for the A and B buttons are separately adjust- 
able. The case is a blend of the original NES 
gamepad and the Max, so it works well for adult 
hands. 


You created the AVS, ordered a manufacturing 
run from China and had stock heading your way 
ona shipping freighter, and then Nintendo 
announced the "NES Classic Edition" miniaturized 
version of their 8-bit console. What’s your take on 
that product? 


| will buy mine once they are actually in stock 
somewhere! It’s great to see Nintendo more thor- 
oughly embracing their history while targeting a 
new audience too. 

| might be more excited about the NES book, 
assuming they have some new info from the 
original developers. Hearing anything from the 
people who created NES games is very rare. That is 
one reason | have started sharing more publicly 
during development, even if it means showing off 
games in the buggy stage. 

I think the NES Classic can only help the AVS by 
bringing more attention to great NES games. The 
NES Classic isn’t a substitute for people who want 
to use original carts and gamepads, so | don't see it 
removing any of my sales. My target market is far 
smaller with a higher list of requirements that can't 
be satisfied with an emulator box. 


What's your plan for the future? Assuming the 
AVS is a hit (as I'm sure it will be), will you move 
on to creating a Super AVS? An AVS 64? An 
AVScube? 

None of those will ever happen from me! І have no 
nostalgia for consoles other than the NES, so that's 
what I'm focusing оп. | don't want to release 
products that | don't personally care about. | still 
have a list of awesome projects and hopefully the 
AVS will show if there's a big enough market o 
buyers who can support them. 

One concept that is largely done is shrinking the 
AVS hardware into a portable package. Current NES 
portables all use fuzzy LCDs at the wrong resolu- 
tion, while mine has the same amazing video 
quality of the HDMI on AVS. It will likely be a 
Kickstarter once the AVS is shipping. 


Finally, when can we place an order? 

Preorders for the AVS and all the launch titles are 
now open, with shipping estimated for mid- to late 
September! A 
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REMASTERING METROID И 


Project AM2R gives the Game Boy classic a serious overhaul. 


IN APRIL 1998, Germany's Club Nintendo 
magazine announced a full-color remake of 
Metroid Il: Return of Samus for the Game Boy 
Color, and there was much rejoicing - but as the 
years went by, news of "Metroid II DX" quietly dis- 
appeared. The N64 also came and went without a 
Metroid of its own, causing many to fear that 
Nintendo had forgotten Samus for good. 

Today's Metroid fans know that feeling well. 

Samus did eventually return with Metroid 
Fusion and Metroid Prime in 2002, but the dream 
for a revamped Metroid II lived on, for both 
players and developers. In 2009, Metroid Prime 
artist Ben Sprout said he's "always thought it'd be 
awesome to remake Metroid Il. A group of us at 
Retro even discussed doing it as a side project at 
one point. Nothing ever came of it, though I still 
think it'd be fun to remake it as a 3D sidescroller." 

Seven years later and Metroid II has finally 
received the remake it deserves, thanks to 36- 
year-old Argentinian game developer Milton 
"DoctorM64" Guasti, creator of Project AM2R 
(a.k.a. Another Metroid 2 Remake). Milton told us 
that prior to 2016, he had worked on AM2R for 
"about 10 years, with plenty of gaps in the 
middle. At first, the main motivation was 
learning. When it became popular, getting help 
from very talented artists helped a lot. It has 
always been a personal hobby. I’ve spent years 
waiting on customers in my recording studio, 
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where I also started remaking the soundtrack. 
But | knew that 1 was on the right path, thanks to 
the very positive feedback from the Metroid com- 
munity, which has always been a great source of 
motivation." 

That motivation was especially necessary 
"during the early stages of development, working 
to create a proper game engine that feels like 
Metroid. More recently, the biggest challenge has 
been coordinating the efforts of all the collabora- 
tors, and being organized with both their time 
and mine. When I started working as a program- 
mer, | was suddenly part of a team. I learned a lot 
about project management, and | immediately 
applied it to AM2R. Having a deadline and moti- 
vating people who are working for free in their 
spare time is very challenging. But we all had a 
common goal, and we achieved it." 

When asked about how he went about 
adapting Metroid 117$ signature tight-quarters 
combat to modern platforms, Milton explained 
that with AM2R "the screen around Samus is 
bigger, and she has much better mobility and 
offensive options. So Metroids would need to be 
much more agile and aggressive. Room scaling 
had to change a lot too. Some landmarks are pre- 
sented in a size similar to the original; others 
were re-imagined to better use the screen size. 
One thing we tried to achieve regarding tone is 
starting the game with a colorful landing zone 


and bright caves. As the player explores deeper into 
SR388, both the music and the environment become 
darker and more menacing. Being lost in a dark, 
mysterious cave without knowing what's ahead is 
pretty much how I remember Metroid II feeling." 

When asked about Nintendo's current 12-year 
lapse in developing their own 2D Metroid titles, and 
how that relates to the success of many modern 2D 
Metroid-like games, Milton remained optimistic, 
stating, "Nintendo must have a good reason to 
dedicate so many resources to other franchises, and 
I'm sure they're doing their best to make the 
company successful again. Xeodrifter is an excellent 
game. And I’ve heard good things about Axiom 
Verge and Ghost Song, so I'm eager to try them out. 
The success of so many indie Metroidvanias out 
there shows that people want to play games like 
this. It'd be great if Nintendo, creators of the genre, 
would start focusing more on its roots and make a 
proper Metroid game. I’m sure I’m not the only one 
wanting to play it." 

Just as this interview took place, Nintendo 
claimed copyright infringement against AM2R, and it 
was taken offline. Surprisingly, Milton is not bitter, 
asking fans, "Please, don't hate Nintendo for all of 
this. It's their legal obligation to protect their IP. 
Instead of sending hate mail, get the original 
Metroid II from the eShop." Metroid: Confrontation, 
one of Milton's other fan games, is still available on 
his website as of this writing. 

Through it all, Milton has no regrets. When asked 
if he wished that AM2R was his own original intellec- 
tual property and not a fan game, he said, "No. 
Every aspect of the game was produced to fit a role 
in my interpretation of Metroid II. Since AM2R is a 
remake, it has to feature certain elements and 
places. If | were to work on another game, | wouldn't 
use this one as a starting point. Instead, | would use 
several of its elements to create something new, 
unrestricted by source material to follow. There are 
still many features to be added to this game, but 
whenever | decide to move on, I'll do my best to 
invest as much passion as | did with AM2R." 

See you next mission, Milton! - JONATHAN 
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PROJECT AM2R 


Our official evaluation of the 1.0 version release. 


FEW PEOPLE HOLD Metroid Il: Return of Samus in as high regard as its sequels 
or even its NES predecessor, but in my book, it pulls off fear and isolation better 
than any other chapter. The dark backgrounds, sparse music and indiscernible 
landmarks, though born of Game Boy limitations, gave Metroid II its eerie charm. 
| was afraid that AM2R, with its expanded color palette and other modern trim- 
mings, would lose that feeling. Thankfully, the game has found new ways to 
ratchet up the tension, while also packing fresh surprises to excite longtime fans. 

In the original, Samus ventured deep into the bowels of Planet SR388 to exter- 
minate every last Metroid, which serve as the game's only major adversaries. 
That core mission remains unchanged in AM2R - though it seems the Metroids 
have been hitting the gym. The four main evolutions — Alpha, Gamma, Zeta and 
Omega - bring the heat with aggressive new techniques. Alphas are the least 
altered, having only gained a swift dodge technique. Meanwhile, Omegas are 
vastly different than they were on Game Boy - they're now earthbound monsters 
that can trap you in a corner with powerful slashes and volcanic breath. 

Metroids can only be harmed by plugging away at their gelatinous underbellies 
with missiles, though this often proves problematic. Gammas' appendages and 
electrical discharges can deflect shots, and thanks to their erratic flight patterns, 
making direct contact can feel random. Zetas and Omegas are grounded and 
therefore less frustrating to track, though that's offset by their small hitboxes. 

As you confront these beasts quite frequently - 55 times to be exact, a bump 
up from 48 on Game Boy - you would hope that the victory conditions wouldn't 
be quite so demandingly precise. Not a dealbreaker, but certainly annoying. 

Breaking the grind are a few non-Metroid bosses - some original, others a 
callback to previous games. One of the earlier encounters is a twist on the 
animated Chozo statue from Super Metroid - just when the battle seems over, it 
sprouts jet wings and takes the fight to the air. Another is a spinning wheel of 
death that can fire beam volleys of the same type as Samus' arsenal, while the 
plates that protect its core regenerate at an alarming rate. Undoubtedly, these 
foes are among the most exciting and challenging in the series' 2D history. 

The rest of the game has been crafted to be as inviting as possible to old and 
new Metroid players. Features from both Super Metroid and Metroid Fusion 
populate the list - a map screen, stackable beam weapons that can be disabled 
individually, a ledge grab and so on. 

One surprisingly welcome introduction is a dedicated Morph Ball button, which 
allows Samus to instantly curl up in midair, allowing for easier execution of 
advanced maneuvers. There's also a Metroid Prime-esque log system that 
provides lore on environments and major enemies, though new entries appear in 
your menu without the need to manually scan the room. 

The overworld more or less matches the original layout, albeit spaced further 
apart to accommodate the widescreen view and Samus' more versatile toolset, 
which includes abilities like the Speed Booster, Super Missiles, Power Bombs and 
more. Naturally, areas have been expanded with hidden rooms and significant 
annexes. Even better, there are two entirely new areas to explore, one of which 
helps strengthen the link between Metroid II and Metroid Fusion. 

Perhaps my favorite new elements are the various gimmicks sprinkled 
throughout. You'll find a tunneling drill machine that's activated after Samus rolls 
into it in Morph Ball mode. Special orbs can open locked doors, but only after 
being launched into electrified panels via carefully targeted bombs and missiles. 
There's even a minigame in which you steer a walker robot past spinning blades 
to clear a path! | don't know... . something about breaking for a round of Chozo 
basketball in the middle of an alien hunting expedition makes me giddy. 

AM2R is a true remake, built for a new generation with plenty of love for the 
old. It's even more remarkable that it comes not from Nintendo, but a team of 
fans! It may be slightly tedious to track down a download now, but you owe it to 
yourself to experience this fine tribute of platforming excellence. - TONY 
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OLD VS. NEW: РАКТ 2 


Back in our 14th issue, we put both Mario Party 10 and Code Name: S.T.E.A.M. on the cover to illustrate the theme of "Old vs. New" 
- or how some longtime fans would prefer that Nintendo stick with making the same kinds of games that have been hits in the past, 
while others want the company to be more bold and experimental with their new products. Ultimately, neither of those two titles 
turned out to be very successful. Mario Party 10 seemed like it should have been a standard sequel in its long-running series, but 
instead it perpetuated the problems of its immediate predecessor (and, as a result, was more "New" than "Old" in that regard). 
Code Name: S.T.E.A.M., meanwhile, was a wholly original IP with gameplay we'd never seen before. And while | personally loved it, 
the greater fandom most certainly did not. 


This issue could very well have been presented as a sequel to that one, as debating companies' decision-making with their "fresh 
coat of paint" reboots and remakes and genre shifts is very much an Old vs. New discussion - there are fans who just want Mega 
Man and Metroid and Paper Mario as they used to be, years ago, and there are others who are more willingly embracing what those 
brands have led us to in this modern era with Mighty No. 9, Federation Force and Color Splash. Nintendo, with those last two, seems 
to be trying to bridge the gap by offering new gameplay ideas, but putting old brands on them. It's a gameplay-first mentality, 
where they come up with some kind of play style they think is fun, and then they only later decide if an existing IP can be attached 
to it. (Mr. Miyamoto’s been doing that since at least the Star Fox Adventures days, if not before.) But that approach doesn't seem to 
be working any more. And making wholly original IPs seems risky too – Splatoon soared, but S.T.E.A.M. crashed. Even injecting the 
Code Name: S.T.E.A.M. team with proven winners from the Fire Emblem franchise didn't seem to help! 


So where does that leave us? Honestly, 1 don't think there's any conclusion that can be drawn yet. "Old vs. New" rages on, and it's 
up to Nintendo to keep on trying to find just the right balance between all-new ideas and the characters and gameplay that fans 
are invested in — some of them for over three decades now! (Which means as more years pass and more people are nostalgic for 
more different things, it's only going to get more difficult to please the masses!) I'm glad I’m just 
covering Nintendo, not the one in charge of making those calls! 
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